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The Night the Dragon King Died is a 
standard RPGA Network tournament using 
the ADVANCED DUNGEONS & 
DRAGONS® rules and the DARK SUN® 
campaign setting variants. A four-hour 
block of time has been set aside for the 
play of this event. 

Begin by _ distributing the player 
character sheets to the players. Instruct 
the players to leave the character sheets 
face down until after you have read the 
Players’ Introduction. After you have done 
that, tell the players to study their 
character sheets and notify you when they 
are ready to begin the adventure. 

Ask each player to place a name tag in 
front of him or her. A tag needs to have the 
player’s name written at the bottom, and 
the character’s name written on top. This 
makes it easy for the players to remember 
who is playing which character. 

The actual amount of playing time is 
approximately three hours. Make sure to 
leave the last 20 to 30 minutes of the event 
time block so that players can discuss their 
characters and vote as per the standard 
RPGA Network voting rules. 

As judge, you should finish voting before 
you collect the players’ voting sheets so 
that you won’t be influenced by their votes 
and comments. 

Players are allowed to use the game 
rules to learn about equipment and 
weapons their characters are carrying. 


DM Introduction 
Welcome to the AD&D® DARK SUN® 
Pinnacle Event for GenCon 1995! This is a 
low-level DARK SUN adventure, featuring 
player characters of 3rd to 5th level. Player 
character sheets are located at the back of 
this tournament packet. Some of the new 
rules and background information from the 
upcoming DARK SUN Campaign Revision 
and Expansion are used in this tournament. 
Where these deviate from the AD&D rules 
or the original DARK SUN boxed set, 
details are provided herein. 

For example, the new psionics rules are 
used for this adventure. Enough of the 
rules and powers are included to run the 
PCs and NPCs effectively. Be sure to read 
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through these rules to familiarize yourself 
with them before the start of the event. 

This adventure is set 10 years after the 
events that opened the original DARK SUN 
campaign. King Kalak of Tyr has been dead 
for 10 years, and Tyr has survived as a free 
city through a very turbulent decade. This 
adventure takes place concurrently with 
the climactic events of The Cerulean 
Storm, the final novel in the Prism Pentad 
series. It isn’t necessary to have read the 
novel series, as the events pertinent to this 
adventure are summarized here. 

The player characters start out as slaves 
in the city-state of Balic. Balic is located on 
the secluded shores of the Forked Tongue 
Estuary, in the southern portion of the Tyr 
Region. The sorcerer-king Andropinis rules 
the city-state, though he recently struck 
out with his silt-floater armada for the far 
side of the Silt Sea. In his absence, the 
city’s templars remain to keep Balic 
running and to impose authority over the 
populace. 

Unknown to the people of Balic, a major 
battle is being fought in the wilderness. 
The players in this conflict are the most 
powerful beings in the Tyr Region—the 
Dragon, the heroes Rikus and Sadira, the 
sorcerer-kings, and the ancient master who 
created them, Rajaat the First Sorcerer. 
Thus far, Abalach-Re, sorcerer-queen of 
Raam, and the Dragon himself have been 
destroyed. Before this day ends, two more 
sorcerer-kings will fall—including 
Andropinis of Balic! 

This adventure takes place in the space 
of approximately 24 hours. The player 
characters start out as slaves under the 
jurisdiction of Templar Aklem. Part One 
covers the morning hours, beginning 
around 6 a.m. and lasting to about noon. 
During this part of the adventure, the PCs 
experience life as a templar’s slaves. As the 
day proceeds, they discover that the Veiled 
Alliance plans to help a great many slaves 
find freedom in the absence of the 
sorcerer-king. Part Two, which covers a 
period of time from noon to 8 p.m., deals 
with the reactions of the city-state to the 
news that something terrible has happened 
to Andropinis. If the PCs can survive the 
riots in the streets, they learn that the 
escape plan has been foiled, but another 
one has been drafted in the excitement. 
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Unfortunately, if the PCs don’t hurry, no 
one will escape from Balic before the city 
gates are sealed. Part Three, which occurs 
during the darkest hours of the night, 
chronicles the Great Slave Escape of the 
Year of Desert’s Fury. Does it turn out to be 
a day of celebration or a day of mourning 
for the dead? That depends on the actions 
of the PCs and how well they succeed in 
this adventure ... 


About the PCs 


There are six characters for use by the 
players in this event. None of these 
characters has been assigned a gender; the 
players must select this for themselves at 
the start of the adventure. As_ the 
characters know each other, have the 
players announce their decisions before 
you begin play. 

The notes below are a summary only; it’s 
a good idea for the DM to read the 
character sheets before passing them out 
to get a full picture. 


K’lak: This thri-kreen fighter was captured 
three months ago while attacking a flock of 
erdlus that belonged to the sorcerer-king. 
The thri-kreen was forced to hunt the 
erdlus after the pack K’lak belonged to was 
slaughtered by giant raiders. K’lak was the 
sole survivor of the attack. Still badly 
wounded, K’lak sought nourishment from 
the erdlus, making the thri-kreen easy prey 
for Balic’s troops. The wounds K’lak 
received from the giants have only recently 
healed. 

Since being captured, K’lak has been 
assigned to the slave pens overseen by the 
Templar Aklem. Though K’lak is the newest 
addition to the pens, the thri-kreen has 
adopted the other PCs as packmates. K’lak 
is particularly close to the cleric Saldar, for 
the cleric follows the way of elemental 
earth—just as K’lak’s former pack did. K’lak 
will attempt to protect the pack through 
every danger it encounters. 


Borell the Dim: This half-giant fighter 
once served as a personal guard to King 
Andropinis himself. Borell lost this position 
after refusing to follow a direct order— 
Andropinis ordered Borell to kill a slave 
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who had accidentally spilled wine on him. 
Borell, who is a kind and relatively peaceful 
soul, declined the order. So Andropinis 
stripped Borell of position and _ status, 
relegating the half-giant to his personal 
slave pens. “If you want to show mercy to a 
slave, then you shall be one,” the sorcerer- 
king declared. They call Borell dim, but the 
half-giant is more intelligent than most of 
the templars who oversee the slave pens. 

Borell knows how to fight and is a 
capable warrior. However, violence is 
always the last resort for this half-giant. 
Borell follows the teachings of Leviath the 
Calm, a half-giant pacifist who preaches 
peace as he travels the burning land. This 
doesn’t mean Borell won’t fight—just that 
fighting won’t be the half-giant’s first 
solution to any given problem. If forced to 
kill, Borell becomes sad and reflective after 
all of the danger has been dealt with. Of all 
of the members of the group, Borell is 
closest to Periston the Preserver. 


Saldar: This half-elf earth cleric was 
arrested for refusing to worship 
Andropinis. The punishment was to serve 
as the sorcerer-king’s slave until Saldar 
accepted Andropinis’s divinity. Saldar will 
never do that, so Saldar will forever remain 
a slave—unless another path to freedom 
offers itself. 

Saldar and the thri-kreen K’lak have 
formed a bond of sorts. The rest of the 
group also looks to Saldar for leadership 
and advice. The sturdy, almost plodding 
cleric moves with the slowness of the earth 
itself, contemplating actions with extreme 
patience before rendering any decisions. 
This behavior often irritates Kestus the 
Mul, who prefers quick action to deliberate 
contemplation any day. 


Periston: As a human preserver, Periston 
has connections to Balic’s Veiled Alliance. 
Though born into slavery, the preserver has 
dreams of freedom and a desire to see 
those dreams come true. Periston learned 
magic from an old wizard who worked in 
the slave kitchens. This mentor also 
introduced Periston to the Veiled Alliance, 
who the preserver works for from inside 
the slave pens. 

Periston and Borell the Dim have become 
fast friends. The preserver also tries to get 
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Valom the Thoughtful to open up, but the 
psionicist tends to remain aloof from the 
rest of the group. Periston starts the 
adventure with a mission to share with the 
other slaves. The preserver knows that the 
Veiled Alliance plans to help a large 
number of slaves escape to freedom later in 
the evening. It’s up to Periston to get the 


group involved in helping the escape 
succeed. 
Kestus: This mul thief was born into 


Andropinis’s gladiator pits but quickly 
demonstrated no real talent for combat. 
Instead, Kestus’s great strength was 
turned to physical labor, and the mul 
wound up in the slave pens with the rest of 
the group. Quick to action and of volatile 
temperament, Kestus only _ displays 
patience and caution when employing 
thieving skills. To date, the mul has used 
such skills to make life just a little bit 
easier for the companions that share the 
pens. While none of the group have become 
best friends with the mul, the occasional 
displays of generosity make Kestus a 
tolerated member of the group. 

Kestus dreams of joining a slave tribe or 
an adventuring group. The mul wants to 
belong to a group where the thieving skills 
can be used to best effect and without fear 
of reprisal. Like Rikus of Tyr, Kestus wants 
to be a hero—it’s just that the mul’s skills 
don’t lend themselves to slaying sorcerer- 
kings or leading armies. 


Valorn the Thoughtful: As a human 
psionicist, Valorn has to be careful not to 
demonstrate too much command of the 
Way. Valorn was forced into slavery right 
after the Peninsula Rampage. The giants 
from the silt islands overran the Balican 
Peninsula and caused massive amounts of 
destruction. Andropinis ordered his 
templars to secure new slaves to bolster 
the depleted work force. Valorn, making a 
rare visit to the city-state from the 
wilderness, was caught up in_ the 
mustering. 

Though Valorn tends to remain quiet and 
aloof, the psionicist has reluctantly become 
a member of the slave group. Valorn uses 
psionic powers when appropriate to help 
make life easier for the slaves. None of 
them display the strength and inner calm 
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necessary to use the Way, but Valorn has 
come to recognize that they each have 
talents that could prove useful—especially 
when the day comes for Valorn to escape 
from captivity. 


Player Introduction 

You live on a world called Athas, in an area 
known as the Tyr Region. Athas is a 
burning desert of a world, ravaged by 
sorcery and blasted dry by the heat of its 
dark, crimson sun. In your experience, life 
on Athas is a series of extremes. Water, 
metal, and habitable land are in very short 
supply, while pain, sorrow, and parched 
ground are available in great quantities. 

You and your companions are slaves in 
the city-state of Balic. Balic, located in the 
southeast portion of the Tablelands, rests 
at the end of an inland silt basin. The city 
belongs to King Andropinis, one of the six 
remaining sorcerer-kings of the Tyr Region. 
In a sense, you also belong to Andropinis, 
since you labor in his slave pens. His 
templars oversee you, his will determines 
what tasks you must accomplish each day 
and, due to his generosity, you receive 
food, water, and shelter. 

Soon another day will begin. It will be 
filled with back-breaking work, a hunger 
that can’t be satisfied, and heat—terrible, 
searing heat. With any luck, you'll survive 
the challenges, and maybe, just maybe, 
you'll find that most elusive of conditions 
beneath the crimson sun. Maybe you'll find 
freedom ... 


Part One: 
Slave Labors 


The adventure begins as Athas’s crimson 
sun begins its daily trip across the sky. The 
PCs are in a bunkhouse inside the slave 
pens that have been their homes for way 
too long. The pens are located next to 
Andropinis’s White Palace. On the other 
side of the palace is the construction site 
where they’ve been laboring to complete a 
new wing for the templars. 

The PCs are resting after a long, grueling 
day of labor. Unfortunately, a day just like 
it is about to start again. Or, at least it’s 
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supposed to be just like it. It’s 6 a.m., and 
the door to their bunkhouse is thrown open 
with a crash, spilling the first rays of 
morning into the dark chamber ... 


Encounter One: Rude 


Awakenings 
The day begins as days usually do for 
slaves of the sorcerer-king. Read: 


You’re asleep. The labor of the previous 
day has left you so exhausted that your 
sleep is deep and complete. No dreams 
and, thankfully, no nightmares disturb your 
slumber. The day before, like the day 
before that, was spent working on the new 
templar pavilion being erected beside King 
Andropinis’s White Palace. You worked 
from sunrise to sunset, had a small meal, 
and then worked for another six hours into 
the night before the overseer finally 
allowed you to return to your pen. It seems 
as though you just collapsed on your mat 
when a loud crash startles you back to 
wakefulness. 

“Arise, slaves!” a_ half-giant guard 
bellows from the now-open doorway. “It’s 
time to serve the king!” Through sleep- 
fogged eyes you see the two half-giant 
guards. Between them, wearing his gaudy 
robes of office and his perpetual smirk, is 
Templar Aklem. You have grown to hate the 
man, who relishes the power and control he 
commands as your overseer. “Don’t 
dawdle, you sacks of spoiled kank honey,” 
Aklem drones in his nasal voice, “we must 
finish our portion of the pavilion by the end 
of the month, and if I have to cancel your 
rest periods to accomplish that goal I will.” 


Give the PCs a chance to role-play 
waking up and trading insults with Aklem. 
The templar isn’t above verbal sparring 
with his charges, and the half-giants are 
around to make sure things don’t get out of 
hand. Keep in mind that the PCs don’t have 
any weapons or equipment beyond those 
few things listed on their character sheets. 
Also, they have been slaves in Balic for 
some time now. Remind them, if necessary, 
that the PCs know better than to attack 
Aklem here in the pens. More guards than 
they could ever hope to overcome can be 
summoned at a moment’s notice. As 
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Periston knows, there will be a time for 
reckoning and gaining freedom very soon. 
The preserver should try to keep the others 
from doing something foolish. 

Though Aklem will exchange insults with 
the slaves for a few minutes, he is on a 
tight schedule. The templar takes a 
moment to examine K’lak. He _ visibly 
shudders when he looks into the thri- 
kreen’s alien eyes, then turns his head, 
muttering, “Since the bug doesn’t sleep, I 
should make it work throughout the night.” 
After this, he hurries the slaves up, 
cracking his whip and commanding them to 
move their lazy carcasses. Read: 


‘If you aren’t outside in one minute, 
youll start work without any food or 
water,” the templar eventually threatens. 
“Now move!” 


Outside, the PCs find themselves in the 
common yard. Dozens of small bunkhouses, 
like the one they just emerged from, 
surround the yard. Beyond the bunkhouses, 
a sturdy fence circles the slave pen, and 
dozens of human and half-giant guards 
stand around watching for signs of 
disobedience. Serving slaves are already 
dishing out bowls of cold stew and water to 
those emerging from the other bunkhouses 
when they PCs step outside. The PCs need 
to get in line if they want to receive their 
share of the morning meal. 

As they move to fall into place, so does 
another group of slaves. This group, led by 
the bully Targan the Tarek, provide the 
basis for the first real conflict of this 
adventure. Read: 


You step toward the end of the line to 
await your share of the morning rations 
when you catch sight of Targan and his 
gang of tarek gladiators. Like all tareks, 
Targan and his gang are big, musclebound 
bipeds with pointed ears and sharp teeth. 
You can smell their distinctive musky odor 
even from 15 feet away, but the group is 
closing on you quickly. Targan strides over 
and steps in front of you. “Thanks for 
holding our place, worker,” he growls as he 
shoves his way ahead of you on the line. 


Targan and his gang are gladiators by 
trade. They’ve been assigned to the labor 
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pens in order to add muscle and bodies to 
the pavilion project. However, a temporary 
stint in the labor pens isn’t enough to wipe 
out the confidence and _ arrogance 
developed over long years in the arena. 
Targan believes that a gladiator is the 
highest level of slave, and all other slaves 
should do everything in their power to give 
a gladiator a better life. Thus, Targan and 
his gang have cut the line. 

If the PCs try to reason with Targan, 
have them role-play the conversation. 
Remember that Targan and his gang have 
no respect for slaves who don’t earn their 
keep by fighting. He talks down to them, 
insults them, and tries to goad them into 
fighting his team of highly trained killing 
machines. If the PCs stick to trying to find a 
peaceful solution, then Templar Aklem 
comes to their aid when Targan eventually 
throws a punch. The point of this scene is 
to show the magical power of a templar, so 
that his lack of power can be contrasted 
later in the adventure. 

If the PCs meet insult with injury and 
decide to fight, let the combat last two 
rounds. Aklem watches during that time, 
then intercedes so that none of his workers 
get too hurt in the fray. He casts spells to 
break up the fight, then his guards move in 
to separate the combatants. 

When the conflict ends 
intercedes, read: 


and Aklem 


“Enough of this foolishness,” the templar 
says with a sneer, “save your strength for 
the work ahead of you. I want that pavilion 
finished on time or I'll make sure the 
remainders of your lives will be filled with 
pain and sorrow such as you have never 
imagined!” 


The PCs finally get their morning rations, 
then they’re gathered up and escorted to 
the construction site, which is around the 
other side of the White Palace. 


Encounter Two: On the Job 

The construction site next to King 
Andropinis’s White Palace is already 
bustling with activity when the PCs arrive. 
The particular work detail that the PCs 
belong to has a total of 12 slaves, including 
the PCs. Their overseer is a burly templar 
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named Sorg. Sorg is more soldier than 
priest, though he can call upon spells if the 
need arises. He’s loyal to Aklem, devoted to 
keeping the slaves in line, and intent on 
making sure the pavilion is finished on 
time. 

When this scene begins, read: 


You can see hundreds of slaves and their 
devoted overseers moving about the 
construction site. Soon the sounds of labor 
will fill the yard, but that hasn’t begun 
quite yet. For now, you can look upon the 
empty scaffolding that clings to the half- 
built pavilion like an external skeleton. 
Already two levels of the pavilion have been 
constructed, and portions of the foundation 
for the upper two levels are already in 
place. That’s where you'll be working 
today, hauling bricks and larger blocks to 
the top of the pavilion. 


The work detail is directed to the upper 
portion of the scaffolding, some 60 feet 
above the ground. This is the opportunity to 
give the PCs a taste of what it’s like to 
labor for hours on end as a slave of the city- 
state. As they go about their labors, have 
Templar Sorg apply his whip and sharp 
tongue now and then. He isn’t as powerful 
or cruelly intelligent as Aklem, but he 
knows how to push his slaves to their 
limits. 

Here are some labors to test the meddle 
of the PCs. Sorg directs them to go down to 
the yard, gather up a load of bricks (either 
a small, medium, or large load), and carry 
the bricks back up to the top of the 
scaffolding. Have the PCs make Strength 
and Constitution checks to determine if 
they can carry the loads (Strength) and 
keep from getting exhausted (Constitution). 
Sorg directs each PC toward a different 
type of load. Usually, he directs the 
stronger PCs to the larger loads, but he will 
send a weaker PC to haul a load that might 
be beyond him if that PC was being 
uncooperative or obstinate. 

The PCs work for three hours. They need 
to make two sets of checks each hour. A 
failed Strength check indicates that the 
load can’t be lifted; a failed Constitution 
check means exhaustion overcomes the PC 
and he drops his load. Failing either check 
earns the wrath of Sorg, who believes that 
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his whip can eliminate weariness and add 
strength to a tired slave; he directs one 
attack at any PC who fails either check. 
Those who succeed at both sets of checks 
in an hour carry three loads up to the top. 
Each failure indicates one less load for that 
particular hour. 

Do not play this scene as simply a series 
of die rolls. Encourage the players to role- 
play the labor, helping them by adding 
comments from Sorg and other slaves. 


¢ Hauling bricks, small load: 
Strength +2 check, Constitution +4 
check. 
¢ Hauling bricks, medium load: 
Strength check, Constitution +2 check. 
¢ Hauling bricks, large load: 
Strength -2 check, Constitution check. 


Encounter Three: The 


Message 

During the period of time while the PCs are 
hauling bricks, another slave approaches 
them. He carries a bucket of water, 
providing a small sip of brackish liquid to 
each slave. The water carrier wears 
tattered hides and appears to be old and 
lame. In reality, he’s a member of the 
Veiled Alliance with a message for Periston. 
He talks to one of the other PCs first, 
though. Read: 


‘Water for a thirsty slave,” the lame 
water carrier says as his squeezes a sponge 
into your mouth. The water isn’t cool or 
even clean, but it tastes better than 
anything you can remember after two 
hours working in the hot sun. While you 
drink, he whispers, “I seek Periston. Which 
of you wears the veil?” 


The PC may want to be cautious, 
suspecting a trap of some kind. If the PC 
refuses to answer or attempts to ask 
questions of his own, the water carrier 
moves on to the next PC without a word. 
Repeat the scene above until one of the 
PCs points out Periston or the water carrier 
finds him on his own. Once he locates the 
wizard, read: 


“T part the veil for today there are events 
at work that are more important than 


The Night the Dragon King Died 


secrecy,” the water carrier says, his voice 
suddenly stronger and more impressive 
than before. “There will be a riot in the 
yard in two hours. Do not get involved in it. 
Instead, use it to flee the yard. Hide out in 
the city until late this afternoon. Then the 
Alliance will need your help. Be at the silt 
piers at 6 p.m. I will meet you there and 
reveal the rest of the plan. Be confident, for 
tonight many slaves will be free!” 


Before Periston can ask any questions, 
the lame water carrier moves. on, 
dispensing drinks to the slaves working 
elsewhere in the yard. After a moment, he 
disappears in the crowd. 


Encounter Four: The 


Accident 


After three hours of work, an accident 
occurs. Keep track of how many times a PC 
failed a Constitution check. For every two 
Constitution check failures during the 
above labor, a PC’s Strength score is 
reduced by 1 point in the scene to come. 
What happens? The other half of the PCs’ 
work detail has been lifting large blocks of 
stone to the top of the scaffolding. The 
blocks are attached to ropes and pulleys, 
and the other slaves must physically lift the 
block by pulling up the ropes. After three 
hours of this slow, exhausting work, the 
slaves make a mistake. The rope slips, 
three of the slaves fall, and the large block 
of stone smashes into the scaffolding and 
dangles 50 feet over the work yard. The 
three remaining slaves do their best to hold 
it, but it continues to slip. If it falls, it could 
kill many of the slaves working on the 
lower levels, or it could hit the scaffolding 
again and topple the entire work platform. 
The PCs can leap to help the other 
slaves, or they can stand by and do 
nothing. If they help, up to three PCs can 
take positions at the rope. These PCs lend 
their strength to the other workers; each 
must make a Strength check at -6 to help 
raise the block or at -3 to help lower it 
safely. Ask the PCs which they want to do 
before any rolls are made, but don’t tell 
them which way is easier. At least two of 
the PCs need to succeed or the block falls. 
If the PCs don’t help or those that do fail 
their Strength checks, then the block of 
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stone falls. It crashes into the scaffolding, 
causing the structure to buckle and 
collapse. The PCs have a moment to try to 
accomplish something to keep from being 
killed. Here are some options: 


¢ Leaping onto the pavilion: This 
requires a Dexterity check at -4 to safely 
get clear of the falling scaffolding, and a 
Strength check to hold on. A failed Dex 
check indicates that the PC is caught in the 
scaffolding and takes damage as described 
below. A failed Strength check indicates 
that the PC got clear of the scaffolding but 
falls anyway. In this case, the PC takes just 
5d6 points of falling damage (50 feet to the 
rubble below). 

e Magic or psionics: It’s possible that a 
PC may figure out a clever way to escape 
using either spells or psionic powers. If the 
plan sounds exciting and reasonable, allow 
it to succeed. 

¢ Leaping off the scaffolding: This 
saves the PCs from the crushing damage of 
tons of scaffolding, but still leaves them 
vulnerable to falling damage (6d6; 60 feet 
to the ground below). 


If the scaffolding collapses, Sorg and 
Aklem both manage to throw themselves 
clear. However, the PCs lose track of them 
in the resulting confusion. 


Encounter Five: Break Out 
Whatever way the block of stone incident 
ends, the PCs’ opportunity to escape from 
the yard happens. shortly thereafter. 
Thanks to the confusion caused by the 
block mishap, the riot that starts near the 
brick stores takes the guards and templars 
completely by surprise. Read: 


Suddenly another commotion flares up. 
This time, it’s near the pit where only a 
short time ago you were fetching bricks for 
the upper levels of the pavilion. A group of 
slaves have attacked the templar overseers 
and guards stationed at the brick pit, and 
already you can see other guards rushing 
to their aid from all sections of the yard. 
Before you can decide what to do, the gate 
on the far side of the yard swings open. You 
see the lame water carrier standing beside 
it. He nods at you, then disappears through 
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the opening, moving with a speed and 
grace that belies his earlier infirmity. 


This is the moment that Periston has 
been waiting for. If the player has played 
the PC correctly, then the rest of the group 
should be expecting the event as well. The 
time has come to race for the open gate so 
that they can help in the great slave escape 
set for later that night. Any other action on 
the part of the group leads to failure. They 
can’t overpower all of the guards in the 
construction yard. They can’t help the 
slaves at the brick pit. Indeed, the slaves 
are putting their own lives on the line just 
so the PCs can escape. To do less would 
make their efforts be in vain. 

Unfortunately, nothing on Athas is ever 
easy. Before the PCs reach the open gate, 
Templar Sorg and his guards move in to 
stop them. Read: 


You cross the yard, pushing past guards 
intent on reaching the brick pit and slaves 
getting caught up in the confusion. After a 
few moments, you push clear of the 
crowds. The open gate is only 30 feet away. 
You hurry toward it, barely noticing 
another group moving toward you from the 
left side of the fence. It’s Templar Sorg. 
With him are four half-giant guards. 
They’re going to reach the gate before you 
are ... 


Sorg and his band reach the gate just 
ahead of the PCs. The templar scowls at 
the chaos around him, but his guards 
appear extremely confident in their own 
skills and abilities. Sorg orders the PCs to 
return to the yard. “I’ll punish you for even 
thinking about escaping later,” the templar 
says. “Right now I have a riot to help put 
down.” 

It’s time to fight. The PCs should notice 
something very interesting during the 
battle to come—Sorg can’t call on his 
spells. He tries at some point in the battle 
and fails. The surprise and horror on his 
face can’t be hidden. For some reason, 
Andropinis has refused to grant him his 
spells. Elsewhere in the yard, if the PCs 
state that they’re looking around, other 
templars are discovering the same truth: 
Andropinis has deserted them. 
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If the PCs look for Aklem, they can catch 
glimpses of him across the construction 
site. However, he is rushing every which 
way to help quell the riot and keep the 
other slaves in line. Unless the PCs want to 
rush back toward the pavilion—which isn’t 
a good idea—they won’t be able to deal 
with Aklem at this time. They might notice 
him attempt to cast spells, though. As with 
the other templars, his attempts fail. 

If the battle with the PCs is going badly 
(which it probably is), Sorg tries to escape. 
The PCs can stop Sorg if they want and if 
they have the ability to do so. He fights to 
the death. 

When the battle ends, the PCs just have 
time to run into the city streets before the 
riot at the brick pit is put down. If the PCs 
don’t hurry, then more guards will notice 
them and come rushing toward them. 

Use Sorg’s and the half-giants’ statistics 
presented at the end of this adventure. 
Sorg and the other templars can’t use their 
spells because Andropinis has been 
defeated by Rajaat in a battle taking place 
far from Balic’s secured walls. The 
sorcerer-king is gone, and the city is just 
beginning to realize it. 


Weapons and Armor: The PCs can get 
some weapons and armor from. the 
construction yard. If they win the battle 
against Sorg and his guards, then all of the 
arms and armor used by them are available 
to be taken. Note that half-giant armor 
won't fit smaller character types. If the PCs 
seek weapons prior to the fight, they can 
pick up stone hammers (1d4-1 damage) 
from the brick pit or the work area at the 
top of the scaffolding. 


Part Two: 


The Streets of Balic 


This portion of the adventure takes place 
between the hours of noon and 8 p.m. The 
first thing the PCs need to do is equip 
themselves. Periston doesn’t know where 
any Alliance contacts are outside of his 
mentor in the slave kitchens, and he 
certainly can’t go back to the pens to find 
him. The PCs will need to either beg, 
borrow, or steal in order to gain equipment. 
Specifically, they could definitely use better 
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weapons, better armor, and the preserver 
needs to replenish his supply of spell 
components. 
Encounter Six: 
Equipped 

The PCs flee the construction yard and 
rush into the streets of Balic. It is the 
middle of the day, when the sun is at its 
hottest. This means the streets are less 
crowded than usual, as citizens and slaves 
alike seek shelter from the blazing heat. 
Read: 


Getting 


The clean, white-stone streets of the 
Noble District stretch away from the 
construction site beside the White Palace. 
At another time, nobles and their many 
slaves would fill the streets. Now, however, 
as the sun rises to its highest point in the 
sky and the temperature climbs to nearly 
intolerable levels, nobles and slaves find 
shelter inside buildings or under the shade 
of white awnings. Travel through the 
streets will be easy if you can stand the 
heat, but the lack of crowds will also make 
it easy for the templar patrols to spot you. 


The PCs have a few options open to 
them. These are detailed below. 


¢ Wandering in the Heat of the Day: 
The PCs can travel the streets to whatever 
destination they have in mind, but this 
could lead them to a run-in with a templar 
patrol. Between the hours of noon and 3 
p.m., the lack of crowds will hinder the 
PCs’ ability to remain unnoticed. For every 
10 minutes they walk along the streets 
during this span of time, roll 1d4. On a roll 
of 1, a templar patrol spots them. They can 
try to bluff their way past a patrol, run from 
it, or fight it. A patrol’s statistics are 
printed below. 

In addition, each hour the PCs spend 
walking under the hot sun requires a 
Constitution check. The first hour there is 
no modifier. The second hour, the check is 
made with a -2 penalty. The third hour, the 
penalty increases to -4. If a Constitution 
check fails, the PC is overcome by heat 
exhaustion. A heat exhausted character 
suffers from a reduction in ability score 
checks and attack rolls equal to a -2 
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penalty for each hour that goes by after the 
failed check. To reverse the effects of heat 
exhaustion, a PC needs to drink one gallon 
of water (four gallons for the half-giant) 
and rest in the shade for an equal number 
of hours. Thri-kreen characters are so 
resistant to heat exhaustion that for the 
length of this adventure they are in effect 
immune. 

¢ Waiting Until 3 p.m.: If the PCs find 
a place to hide out and wait until the day 
cools a bit, then they don’t have to worry 
about heat exhaustion. In addition, the 
chance for a templar patrol to find them is 
reduced to 1 in 10 (a roll of 1 on 1d10). 
After 3 p.m., the streets again become 
crowded and the PCs won’t have to worry 
about running into a routine templar patrol. 

¢ Robbing a Noble’s House: The PCs 
start out in the Noble District after they 
escape from the construction yard. They 
can try to sneak into one of the townhouses 
to equip themselves. The house they select 
is locked; if Kestus successfully makes an 
open locks roll, they can enter easily. If 
Kestus fails, some other method of entering 
the place must be found. 

The house they select is empty except for 
a domestic servant who is busy cleaning 
the bedrooms on the second floor. If they 
make noise, the servant starts shouting for 
help. 

Inside, the PCs can find food and water, 
a purse with 20 ceramic pieces, two 
obsidian long swords (1d8-1 damage), and 
a human-sized suit of carru leather armor 
(AC 8). 

After 15 minutes of searching (and 
finding the items listed above), the noble 
and his guards return home. The PCs can 
fight the guards, but the better option is to 
run away. 

e Heading for the Merchant District: 
The PCs have two choices in the Merchant 
District: they can buy equipment or they 
can steal it. If they want to buy equipment, 
role-play the haggling over costs and 
quality of goods. A few of the NPCs they’ve 
already encountered carry small amounts 
of money on them (either in the form of 
ceramic (cp) or silver (sp) pieces). If they 
seek out people on the street to rob, they 
can locate moderately wealthy individuals 
in the Merchant District (1d6 sp each). 
However, too many robberies will attract 
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the attention of the templar patrols, and 
PCs of good alignment shouldn’t be robbing 
innocent people in any event. 

Prices in the Merchant District follow 
these rules. Most items listed in the 
Player’s Handbook and the DARK SUN 
Rules Book are available for purchase. 
There are no metal items available today. 
Spell components can’t be purchased in the 
Merchant District, as they constitute illegal 
substances. All nonmetal items cost 1% of 
the price listed. Weapons prices depend on 
the material used to make them, as listed 
below. To determine the components of any 
weapon, roll 1d10: 1-5, wood; 6-8, obsidian; 
9-10, bone. 


Weapon Attack 
Roll 
Material Cost Damage 

Modifier 
Bone 30% -1 -1 
Obsidian 50% -1 -2 
Wood 10% -2 -3 


¢ Heading for the Elven Market: The 
Elven Market is more shadowy and run- 
down than the Merchant District. 
Everything that applies to the Merchant 
District also applies here, except that spell 
components are available. This requires a 
bit of role-playing, as the elves need to 
make certain the PCs aren’t agents of the 
sorcerer-king. Spell components cost as 
follows. 1st-level spells: 1 cp per spell; 2nd- 
level spells: 2 cp per spell; 3rd-level spells: 
3 cp per spell. Thus, it will cost Periston 11 
cp to purchase enough components to use 
his full complement of spells (4 1st, 2 2nd, 
1 3rd). 

Because the elves usually deal in items of 
inferior quality, any weapon purchased or 
otherwise acquired in the Elven Market 
breaks on a natural attack roll of 1. 


Encounter Seven: The Dune 


Traders 

At about 3 p.m., no matter where the PCs 
are in Balic, they witness the arrival of a 
dune trader caravan. These dune traders 
bring news from the desert wastes. Read: 


The dusty wagons and overburdened 
crodlus of a dune trader caravan move 
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down the street. Usually, dune traders 
announce their arrival, hawking the 
wonders that they bring as loud and as 
often as possible. These traders seem more 
agitated than excited, however. In fact, you 
haven’t heard one word about their wares. 
Instead, the trader at the head of the 
caravan is shouting something about a 
battle in the desert. If you listen, you can 
hear the fear cracking in his voice. 

“People of Balic,” the trader shouts, 
“terrible and wonderful things are 
happening in the wilderness. I encountered 
a tribe of elves who claimed they had been 
running for days on end and looked as if 
they had been running for many weeks. 
These elves said that Abalach-Re, queen of 
distant Raam, had been slain by Sadira of 
Tyr. I knew this news was important, but 
what I heard next was even greater. I 
heard these words from a druid, who heard 
them from a spirit of the land. The Dragon 
is dead! The scourge of the Tyr Region is 
no more! They say that important news 
comes in threes, and this time is no 
exception. Outside the city gates, I 
encountered a templar of the highest rank. 
He was crying, and a kind of madness was 
upon him. He said that King Andropinis was 
gone, that Balic no longer had a king!” 


With these words, the people on the 
streets appear to go into a kind of shock. 
They fall deathly silent, staring blanking at 
each other or at nothing at all. Then, slowly 
at first but with gaining momentum, the 
cries of disbelief begin. Then the weeping 
starts. Some shout for joy. But others find 
solace in madness. “The world is coming to 
an end!” these latter people shout, and the 
cry is picked up and carried deeper into the 
city. 


Encounter Eight: Riot in the 


Streets 

By the time the PCs reach the silt pier, it’s 
about 6 p.m. As news of Andropinis’s 
disappearance and the death of the Dragon 
spreads, riots begin to break out all across 
the city. Some templars work to keep 
order, but most give in to the despair and 
abandonment they’re experiencing. The 
PCs can avoid most of the altercations that 
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are springing up, but violence is spreading 
like fire through the scrub plains. 

At the pier, the PCs notice two things: a 
recently docked silt skimmer and a huge 
fortress caravan drawn by two massive 
mekillots. The silt skimmer crew is 
attempting to unload its cargo, which is 
then being loaded into the wheeled 
fortress. Though the city is apparently 
going mad, the crew and the caravan 
personnel continue about their business. 
They figure that the sorcerer-king will 
appear at any moment to restore order. 
They are wrong. 

Before the PCs can decide what to do, 
the lame water carrier steps out of the 
shadows and approaches them. Read: 


“Time is short, my friends,” the man you 
know as the water carrier says as he steps 
toward you. “I do not know if the news is 
true, but it certainly has a ring of truth to 
it. I understand that the event we have 
been expecting is still going to occur 
tonight. Unfortunately, the two templars 
who were to help us have disappeared. I 
fear the madness that has gripped some of 
them has also gotten them. That leaves just 
us and a few members of the Alliance who 
are even now watching from hidden 
locations.” 

“In one hour, one thousand slaves will be 
marched down this avenue toward the silt 
pier,” the water carrier continues. “The 
templars do not believe the news that the 
Dragon has perished, so they intend to 
carry out the orders Andropinis left with 
them—to prepare a levy for the Dragon. 
Balic’s Alliance has vowed that such an 
atrocity will never happen again.” 


If the PCs ask about the Dragon’s levy, 
the water carrier explains that every few 
years each city-state turns over one 
thousand people to the Dragon for some 
unknown purpose. On the last occasion, the 
water carrier personally witnessed the 
Dragon’s appearance over the Silt Sea. The 
creature somehow magically transported 
the levy away, then disappeared back into 
the obscuring clouds of dust. 

When the water carrier begins to explain 
the plan, read: 
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“You must help me lead the captives to 
the Western Gate,” the water carrier 
explains. “One mile outside the city walls, 
the Alliance has put together a caravan 
that will transport us and the captives into 
the wilderness. Once we have escaped 
pursuit, the slaves will be freed and 
allowed to go where they want. They can 
either form their own tribes, join with other 
tribes, or they can accompany us to the 
free city of Tyr.” 

As the water carrier explains the plan, 
you notice some trouble on the pier. A mob 
is attacking the crew of the silt skimmer 
that arrived earlier. You see one crate 
overturn and crash to the floor. Then 
creatures begin to spill from the shattered 
crate—small, fast, hungry creatures ... 


The creatures are jhakars, reptilian 
predators brought to Balic for use in the 
arena. There are eight of the creatures in 
all, fierce beasts with scaly hides, webbed 
and bony spines, and huge teeth. The 
creatures are wild with rage after being 
caged for so long. They tear through the 
mob and rush toward the PCs. One leaps on 
the water carrier before anyone can react. 
The rest head in different directions, 
though 1d4 of them attack the rest of the 
PCs. 

The jhakar that’s attached itself to the 
water carrier inflicts damage upon him 
every round until it is reduced to 5 hit 
points or is otherwise separated from him. 
The water carrier has 17 hit points at the 
start of the attack. This scene ends after 
the PCs save the water carrier, kill all the 
jhakars, or the beasts flee into the night. 


Part Three: 
The Great Escape 


Night has fallen over the land as this final 
portion of the adventure begins. The water 
carrier—the PCs only contact with the 
Veiled Alliance—is either dead or badly 
wounded. All they know is that the one 
thousand slaves are going to be marched 
down the avenue to the silt pier, and that 
other members of the Alliance are 
supposedly hiding nearby, ready to help 
when the time comes. Before the action 
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really gets going, the PCs hear some 
rumors in the crowds. 


Encounter Nine: Rumors 

As the PCs wait for the caravan of slaves to 
arrive, they hear a variety of strange 
rumors. Some are true, some false, but all 
have a hint of madness about them—it’s as 
if order in Balic is about to collapse and 
anarchy is waiting in the wings. 


¢ Elections. Balic has always had a 
tradition of the illusion of Democracy. 
Andropinis claimed to be freely elected, 
and even the templars were placed in office 
by a popular vote (though the sorcerer-king 
had ways of overturning any results he 
disagreed with). As the PCs wait on the 
increasingly more crowded streets, they 
hear free citizens and nobles talking about 
new elections. 

“The Patricians have proclaimed that an 
election will be held to select a new 
dictator,” a free citizen says to a 
companion. 

“A general election is the only way to 
calm the populace,” one noble says to 
another. 

‘Vote for General Zanthiros!” a soldier 
shouts. “He has protected us and led the 
army for years, and he is the best choice in 
these dark times!” 


¢ House Wavir.  Balic’s largest 
merchant house has been a part of the city- 
state for centuries. Two different types of 
rumors are circulating about the house. 

“House Wavir has decided to abandon 
Balic,” an elf informs you. “I just passed 
their emporium and they were packing up 
everything!” 

“Tabaros, leader of House Wavir, has 
decided that the time has come for the 
merchants to take control,” a merchant 
agent whispers to another in a dark corner 
nearby. “We’re already taking positions 
throughout the city—we strike at dawn!” 


¢ The Dragon. While few people have 
ever seen the Dragon of Tyr, all know of its 
power and reputation. Is it any wonder that 
tales of the Dragon fill the streets after 
darkness claims the city? 
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“The Dragon is coming to claim his levy!” 
a frightened citizen screams. “I’ve seen the 
templars! They’re gathering people! Run! 
Hide!” 

“The Dragon is attacking the city and 
King Andropinis died in the battle,” another 
person shouts. “The soldiers are blocking 
the streets leading away from the piers. I 
bet they’re going to make a stand here!” 

“The Dragon is dead!” a master of the 
Way proclaims. “The time has come at last. 
Athas is about to be destroyed.” 


e Andropinis. The sorcerer-king of Balic 
isn’t easily forgotten either. His name is 
whispered often on the streets this night, 
surrounded by some of the wildest, most 
unbelievable rumors of all. Or are they? 

“King Andropinis will return tonight!” a 
crazed templar proclaims as he runs 
through the streets. “All we need is a 
proper sacrifice to appease him! Aklem 
knows this! He will not fail us!” 

“The King is dead! The King is dead!” a 
woman wails in the night. “Who will protect 
Balic from the other city-states and the 
giants?” 

“The King isn’t dead,” another citizen 
says. “Don’t you realize that our King can’t 
die? He’s going to take the Dragon’s place, 
though, you'll see.” 

“The mad ones are right,” a high-level 
templar says calmly. “The King is not dead, 
but he might as well be. He has been sent 
to a place of endless shadows and night. He 
has been banished to the Black.” 


Encounter Ten: Slaughter or 
Escape? 

As the hours pass, the PCs notice that all of 
the streets leading toward the piers are 
being cordoned off by legions of soldiers 
wearing the colors of the city-state. 
Templars of various ranks and more city 
guards stand atop the buildings that line 
the main avenue. It’s about 10 p.m. when 
the line of slaves appears. Read: 


A crowd of captives march along the 
wide avenue toward the silt shore. You can 
see all kinds of people—humans, elves, 
dwarves, muls, even tareks and thri-kreens. 
They are bound one to another by heavy 
coils of rope and leather harnesses. Half- 
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giant guards march beside them and move 
them along. Farther back, riding atop a 
huge braxat, you see Templar Aklem, 
wearing the smirk you have grown to hate 
during the time he was your master. 

“Slaves of Balic,” Aklem shouts to the 
crowd, “know that your deaths will serve a 
great purpose. Our lord, King Andropinis, 
has been taken away from us. The only way 
to get him back is by making a great 
sacrifice. You will be that sacrifice. Keep 
marching, slaves! March into the silt and 
give your lives for the King’s!” 


Aklem, like many of Andropinis’s 
templars, has been driven mad by the 
sudden break in his connection to the 
sorcerer-king. He knows’ that both 
Andropinis and the Dragon have used 
sacrifices in the past to extend their lives 
and increase their powers. He _ has 
convinced himself that a massive sacrifice 
is needed to save Andropinis from the 
Black, and since the levy was already 
prepared he decided they would serve as 
the sacrifice. Know that Aklem is wrong. 
The deaths of these slaves will not free 
Andropinis. However, nothing will convince 
him of that fact, and the slaves don’t have 
much time in any case. 

The PCs’ best bet is to use the mekillots 
and the fortress wagon to forge a path to 
the Western Gate and freedom. They'll 
have to drive the wagon, rally the slaves, 
fight a few guards, and eventually defeat 
Aklem and his braxat before escaping into 
the wilderness. While this is one possible 
plan, any reasonable, cinematic, and 
exciting course of action taken by the PCs 
will bring the Veiled Alliance into the 
picture and have a good chance to succeed. 

Once they begin to show a plan of action, 
any plan of action, the members of the 
Veiled Alliance hiding around the area will 
begin to help in various ways. Fire ball and 
lightning bolt spells will scatter soldiers. 
Walls of fog will hinder guards. Walls of fire 
and stone will block pursuit. All the PCs 
have to do is begin leading the escape. 

If they go with the mekillot plan, one PC 
must drive the wagon. This requires animal 
handling checks or Wisdom -3 checks for 
those without the proficiency. A check must 
be made each round; six successful checks 
are required to reach the Western Gate. A 
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failed check doesn’t count toward the six 
needed to navigate through the city, 
though it could imply a hazard. Each time 
the wagon driver fails a check, have the 
player roll 1d10 and find the result below. 


1-5: Mekillots refuse to move this round. 

6-7: Mekillots trample members of the 
crowd. 

8- 9: Mekillots crash into building; driver 
and any characters on the outside of the 
wagon must make Dex checks to retain 
their hold or fall and take 1d6 points of 
damage. 

10: Mekillots drag the wagon off course; 
add one additional round to the number of 
successes needed to reach the Western 
Gate. 


While one PC drives the wagon, others 
can take positions on the rolling fortress 
and help defend it from the soldiers and 
guards. Other PCs must get the slaves 
moving in the proper direction. This 
requires good role-playing and Charisma 
checks at -4. Or they can simply herd them 
down the avenue with the mekillots, though 
some may be crushed by such a course of 
action. 

Along the way, the PCs might notice that 
the soldiers and guards aren’t as thick as 
they appeared earlier. That’s because other 
problems are springing up throughout the 
city and they’re splitting up to deal with as 
many as possible. By morning, though, the 
merchant houses will have taken control of 
Balic, thanks in part to the confusion 
happening this night. 

Eventually, the PCs and the slaves reach 
the Western Gate. That’s where Aklem 
makes his stand. Remember, he has no 
templar magic to call upon, but he does 
have a loyal braxat. The braxat fights until 
Aklem is killed. Aklem orders the gate 
sealed, then turns to engage the PCs. 
Someone has to stop the tower guards from 
closing the gate, or the PCs and the slaves 
must exit before five rounds end. Once the 
templar falls, the braxat might stop 
fighting, depending on the actions of the 
PCs. 


Conclusion 
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With Aklem dead and the open gate before 
them, the PCs can lead the slaves into the 
wilderness. The Great Slave Escape has 
happened successfully, and the other 
internal problems spreading throughout 
Balic make pursuit by any organized force 
impossible. The PCs are not only free, 
they’re heroes, ready to strike out and 
discover what the rest of Athas has in store 
for them. 
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NPC Statistics 


Templar Aklem (human male templar, 
7th level): AC 5 (mekillot hide plus 
Dexterity); MV 12; hp 34; THACO 16; # AT 
1; Dmg 1d6+1 (obsidian mace +2) or 1d2 
(whip); SA templar spells; SZ M (6 feet 
tall); ML Elite (14); AL LE; 12 sp in belt 
pouch 

S$ 15,D15,C 16,112,W17, Ch9 

Spells: 1st level—command, cause light 
wounds, entangle; 2nd level—dust devil, 
hold person; 3rd level—call lightning, cause 
blindness. 
Psionics Summary: 

Wild talent—danger sense, 
MTHACO 17, MAC 6 


PSPs 35, 


Half-Giant Guards (numerous): Int Avg 
(10); AC 6 (mekillot hide)} MV 15; HD 
3+12; hp 27 each; THACO 17; #AT 1; Dmg 
1d6 (bone spear); SA +4 damage bonus 
due to Strength; SZ H (10 feet tall); ML 
Elite (13); AL L?; 1d6 cp each 

Psionics Summary: MAC 8 


Targan and the Tareks (6): Int High 
(13); AC 7; MV 12; HD 3; hp 18, 14, 13, 13, 
11, 10; THACO 18; #AT 2; Dmg 1d4/1d4 
(fists); SA team bonus (for each additional 
tarek fighting the same foe, reduce THACO 
by 1); SD fight past death (can continue to 
attack until reduced to -10 hit points); SZ 
M (6 feet tall); ML Champion (15); AL LN 
Psionics Summary: MAC 7 


Templar Sorg (human male templar, 
Ath level): AC 6 (mekillot hide); MV 12; hp 
18; THACO 18; # AT 1; Dmg _ 1d8-1 
(obsidian long sword) or 1d2 (whip); SA +1 
bonus to attack and damage rolls due to 
Strength, templar spells; SZ M (6 feet tall); 
ML Elite (14); AL LE; 6 sp, 4 cp in small 
purse 

$17,D12,C15,110,W 14, Ch8 

Spells: 1st level—cause fear, light; 2nd 
level—flame blade. 
Psionics Summary: 

Wild talent—catfall, PSPs 15, MTHACO 
19, MAC 8 


Templar Patrol (8 human _ templars, 
2nd level): AC 8 (carru leather); MV 12; 
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hp 9; THACO 20; # AT 1; Dmg 1d6-1 (bone 
spears); SZ M (6 feet tall); ML Average 
(10); AL LN; 1d12 cp each 

Psionics Summary: MAC 9 


Noble Guards (4 human fighters, 4th 
level): AC 7 (carru leather and shields); 
MV 12; hp 22; THACO 17; #AT 1; Dmg 
1d10-1 (bone lotulis); SZ M (6 feet tall); ML 
Steady (12); AL NG; 1d4 sp each 

Psionics Summary: MAC 6 


Typical Human Merchant (2nd-level 
trader): AC 8 (carru leather); MV 12; hp 7; 
THACO 20; #AT 1; Dmg 1d6-1 (bone short 
swords); SZ M (6 feet tall); ML Steady (12); 
AL LN; 1d10 sp each; bargaining (12) 
Psionics Summary: MAC 7 


Typical Elf Merchant (3rd-level trader): 
AC 6 (carru leather plus Dexterity); MV 15; 
hp 12; THACO 19; #AT 1; Dmg 1d8-1 (bone 
long swords); SZ M (7 feet tall); ML Steady 
(12); AL NG; 1d6 sp each; bargaining (14) 
Psionics Summary: MAC 8 


Jhakars (8): AC 4; MV 15; HD 2+3; hp 18, 
17, 15, 13, 12, 12, 11, 10; THACO 17; #AT 
1; Dmg 2d4; SA seizing bite (catches hold 
on successful attack, holding Strength of 
19; damage is taken every round thereafter 
until jhakar is reduced to 5 hp or victim is 
dead); SZ S (2 feet high, 4 feet long); ML 
Steady (11); ALN 

Psionics Summary: MAC 7 


Balic Soldiers (numerous): Int Avg (10); 
AC 5 (mekillot hide and shield); MV 12; HD 
1; hp 6 each; THACO 20; #AT 1; Dmg 1d6- 
1 (bone short sword); SZ M (6 feet tall); ML 
Elite (13); AL LN; 1d6 cp each 

Psionics Summary: MAC 9 


Braxat: Int High (13); AC 0; MV 15; HD 10; 
hp 47; THACO 11; #AT 1; Dmg 1d6 (datchi 
club); SA +8 damage bonus due _ to 
Strength (note: breath weapon has been 
disabled by Aklem); SZ H (14 feet tall); ML 
Steady (10); AL NE 

Psionics Summary: MAC 4 
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K’ lak, Thri-Kreen Fighter 


3rd-level Fighter Lawful Neutral 
$15 D19 C17 114 W13 Chi13 


AC 1 (modified for Dex) hp: 31 
THACO 18 


#AT 2 (weapon and bite) or 5 (claws x 4 and bite) 
Damage: Claws 1d4, bite 1d4+1, or by weapon type 


Saving Throws 
DM RSW PP BW Sp 
13 15 14 16 16 


Weapon Proficiencies: gythka, two-handed sword 

Nonweapon Proficiencies: Tracking, direction sense, survival (stony barrens), observation 
Languages: Thri-kreen, common 

Equipment: None 


Wild Talent: Chameleon Power 
PSPs 23, MTHACO 19, MAC 10 


Background 

Four months ago, your pack was slaughtered by giant raiders. You were the only survivor. 
The raiders severely wounded you, and for the next few weeks you stayed in hiding and 
tended to your injuries as best you could. Three months ago, starving and in need of food 
and water, you stumbled upon a flock of erdlus near the city-state of Balic. Still hurt and 
without any thought except a pressing need for food, you attacked the largest erdlu in the 
flock. It never occurred to you that the erdlus belonged to King Andropinis of Balic. 

Balic’s soldiers captured you, and since that day you’ve been a prisoner in the city 
slave pens. Your wounds have finally healed, but you long for the freedom that has been 
taken from you. You have a new pack now, consisting of a small group of slaves who labor 
at your side. Borell, Saldar, Periston, Kestus, and Valorn are your packmates. You would do 
anything to protect them. 

Because you grew up in a pack that honored the element of earth, you are particularly 
close to Saldar. You also have respect for Borell’s fighting prowess. You just wish they all 
wouldn’t spend so much time sleeping—what a waste of time! You have a keen hatred of 
Templar Aklem, the man who oversees your labors in the name of the king. 


The Night the Dragon King Died Characters Page 16 


Borell the Dim, Half-Giant Fighter 


5th-level Fighter ? Good 

S21 D14 C15 114 W10 Ch8 
AC 10 hp: 61 

THACO 16 


#AT 1 (+2 attack roll bonus due to Strength) 
Damage: Fist 1d2+5, or by weapon type +5 


Saving Throws 
DM RSW PP BW Sp 
11 13 12 13 14 


Weapon Proficiencies: two-handed sword, spear, mace, long sword 


Nonweapon Proficiencies: Animal lore, animal handling, armor optimization, stone 
masonry, water find 


Languages: Common 
Equipment: None 


Wild Talent: Conceal Thoughts 
PSPs 28, MTHACO 18, MAC 9 


Background 

You were once a personal guard to King Andropinis himself, but you lost this position when 
you failed to follow a direct order. You refused to kill a slave who had spilled wine on the 
king. As a kind and relatively peaceful soul, you politely declined the order. After all, why 
should someone have to die because they had a little accident? 

King Andropinis didn’t see it your way. He had another guard carry out his sentence 
and ordered you taken away to the slave pens. “If you want to show mercy to a slave, then 
live as one,” the king declared. For almost a year you worked in the king’s fields, farming 
and working with beasts of burden like kanks and mekillots. A few months ago, you were 
taken out of the fields and put to work building a pavillon for the templars. 

The templars call you dim, but you are very intelligent. You follow the teachings of 
Leviath the Calm, a half-giant who preaches peace and pacifism. You don’t take his 
teachings that far; you’ll fight if necessary, but always as a last resort. If forced to kill, you 
become sad and reflective once the danger has passed. You are closest to Periston, but 
consider K’lak, Saldar, Kestus, and Valorn to be your friends. 
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Saldar, Half-Elf Earth Cleric 


Ath-level Cleric Neutral Good 
S15 D14 C15 117 W16 Chi15 
AC 10 hp: 25 

THACO 18 

#AT 1 


Damage: By weapon type 


Saving Throws 
DM RSW PP BW Sp 
9 13 12 15 14 


Weapon Proficiencies: club, short sword, spear 


Nonweapon Proficiencies: Somatic concealment, water find, heat protection, 
mountaineering 


Languages: Common 
Equipment: Concealed holy symbol (carved on a tiny rock) 
Spells: 5 1st-level spells, 4 2nd-level spells 


Wild Talent: Levitation 
PSPs 24, MTHACO 19, MAC 9 


Background 

When you arrived in Balic six months ago, you never imagined the position you’d find 
yourself in. When templars ordered you to fall down and worship King Andropinis, you 
refused. After all, you honor the earth elementals, and Andropinis is no god. He’s just a 
powerful tyrant, nothing more. You were placed in the king’s own slave pen, forced to 
serve as a Slave until you accept Andropinis’s divinity. You will never do that, so you will 
never become free—at least not by official means. 

You have formed a bond with the thri-kreen named K’lak, for the thri-kreen also honors 
the earth. The rest of the members of your group of slaves—Kestus, Borell, Periston, and 
Valorn—look to you for leadership and advice. You try not to take advantage of this 
position. 

You are as sturdy and plodding as the earth itself, moving with slow, deliberate 
motions. You contemplate every action before proceeding, employing extreme patience 
before reaching any decision. 
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Periston, Human Preserver 


Ath-level Preserver Lawful Good 
S12 D16 C11 117 W13 Chi4 


AC 8 (modified for Dex) hp: 14 
THACO 19 


#AT 1 
Damage: By weapon type 


Saving Throws 
DM RSW PP BW Sp 
14 11 13 15 12 


Weapon Proficiencies: staff, dagger 


Nonweapon Proficiencies: Somatic concealment, local history, psionic detection, survival 
(rocky badlands) 


Languages: Common 


Spells: 3 1st-level, 2 2nd-level 

Known Spells: 1st level—burning hands, color spray, dancing lights, detect magic, 
feather fall, jump, magic missile, read magic, spider climb; 2nd-level—flaming sphere, 
forget, invisibility, levitate, mirror image, stinking cloud 


Equipment: Concealed spell book (spells tatooed on left arm, hidden among various 
designs) 


Wild Talent: Danger Sense 
PSPs 26, MTHACO 19, MAC 7 


Background 

You were born in the slave pens of the city-state of Balic, raised doing a thousand different 
chores. You have always dreamed of freedom, and some day you and your friends will walk 
this land as free citizens. Through the kindness of an old cook in the king’s kitchens, you 
learned the arcane arts of preserving magic. The cook, who was a preserver of some 
power, also introduced you to the tenets of the Veiled Alliance and made you the preserver 
organization’s agent inside the slave pens. 

You have become fast friends with Borell the half-giant, and are on friendly terms with 
the others—Kestus, Saldar, Valorn, and K’lak. In fact, you have become a team of sorts, 
watching out for each other and sharing dreams of freedom. You especially like to hear 
stories from those who were once free. You hope to someday get Valorn to open up, but 
that’s more of a hobby than a real mission. 

The Alliance has given you a real mission, however. The Veiled Alliance plans to help a 
large number of slaves escape to freedom later this evening. The old cook told you to be 
ready to receive a message some time during your work period. Whatever happens after 
that will be up to you—and whichever of your companions you can convince to help you. 
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Kestus, Mul Thief 


3rd-level Thief Chaotic Neutral 
S18 D19 C16 113 W410 Ch9 


AC 6 (modified for Dex) hp: 18 
THACO 19 


#AT 1 (+1 bonus to attack rolls due to Strength) 
Damage: By weapon type +2 


Saving Throws 
DM RSW PP BW Sp 
13 14 12 16 15 


Weapon Proficiencies: Long sword, dagger, long bow, two-handed sword 
Nonweapon Proficiencies: Disguise, juggling, tumbling 
Languages: Common 


Thief Skills 
PP OL RT MS HS DN CW RL 
45 40 30 45 35 30 80 10 


Equipment: None 


Wild Talent: Heightened Senses 
PSPs 20, MTHACO 19, MAC 10 


Background 

You were born into the gladiator pits of Balic, but you demonstrated no real talent for 
combat. Reluctant to lose you to the pits, Andropinis ordered you to use your great 
strength to labor for the king. You have joined a small group of slaves that include 
Periston, Saldar, Borell, K’lak, and Valorn. Though you don’t consider any of these people 
your friends, you know that your only chance to reach freedom is at their side. Periston 
especially seems to have a plan for escaping the slave pens. 

You are quick to leap into action and have a volatile temperament. The only time you 
display patience and caution is when you use your thieving skills. While you haven’t been 
robbing merchant house emporiums, you have been using your skills to make life a little 
easier for your companions. An extra cup of water for Borell, a few extra pieces of meat for 
K’lak, and other occasional displays of generosity. That’s how things are done in a slave 
tribe, so that’s how you do it here. 

You dream of joining a slave tribe or an adventuring group—any place where you can 
use your skills to best effect and without undue fear of reprisal. You admire the hero, Rikus 
of Tyr. You’d love to accomplish things like he has done, but you’re afraid your skills don’t 
extend to killing sorcerer kings or leading armies. 
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Valorn the Thoughtful, Human Psionicist 


Ath-level Psionicist Lawful Neutral 
S17 D19 C13 119 W116 Ch1i15 


AC 6 (modified for Dex) hp: 17 
THACO 19 


#AT 1 (+1 bonus to attack rolls due to Strength) 
Damage: By weapon type +1 


Saving Throws 
DM RSW PP BW Sp 
13 15 12 16 15 


Weapon Proficiencies: Short sword, dagger 

Nonweapon Proficiencies: Contact, mental armor x2, rejuvenation 
Languages: Common, thri-kreen 

Equipment: None 


Psionic Summary: 
Dis 2/Sci 2/Dev 9; PSPs 46 
Att: EW, II; Def: MB, TS 
#AT 1; MTHACO 15; MAC 3 


Psychometabolism: Sciences—animal affinity; Devotions—adrenalin control, body 
weaponry, cannibalize, chameleon power, heightened senses. 


Telepathy: Sciences—mindlink; Devotions—awe, inflict pain, invisibility, send thoughts 


Background 

You were forced into slavery right after the events of the Peninsula Rampage. After the 
giants from the silt islands overran the Balican Peninsula and caused massive amounts of 
damage, King Andropinis ordered his templars to secure new slaves to replace those who 
had died in the giant attacks. You were among those conscripted. You sometimes regret 
deciding to return to civilization after so long in the wilderness, but you realize that it 
wasn’t the decision that was bad—just the timing. 

In the slave pens, you’re careful not to display too much command of the Way. If the 
templars were to discover that you are a full psionicist, they would increase the attention 
paid to you. You don’t want that level of attention. 

You are quiet and aloof, but you have reluctantly become a member of the group of 
slaves that include Periston, Borell, K’lak, Saldar, and Kestus. Sometimes, when it won’t 
draw undue attention to yourself, you use your abilities to help the others. None of these 
people display the inner strength and calm to master the Way, but each has talents that 
could prove useful when the day comes to once more walk free. 
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The Way of the Psionicist: 
Psionic Abilities and Powers 


Design: Bill Slavicsek & Dale Donovan 


What's Different? 


If you're new to AD&D psionics, you can 
skip this section because the changes 
discussed below may be confusing. If 
you're familiar with the previous psionics 
rules, then a brief discussion on the 
changes to look for may interest you. 

Many of the terms and powers used in 
The Complete Psionics Handbook have 
been retained for this new _ system. 
However, the definitions and descriptions 
may have changed, so read this book 
carefully. The most important changes to 
watch for are the following: 

« Attack and defense modes are no 
longer powers, but bonus proficiencies. The 
new terms are psionic attacks and psionic 
defenses. Psionicists gain psionic attacks 
and defenses automatically by level 
advancement. Existing characters with 
attack modes must select other telepathic 
devotions to replace them. 

¢ The contact power is now the 
contact bonus proficiency. The proficiency 
allows characters to participate in psionic 
combat. In addition, psionic combat has 
been simplified to work like other AD&D 
combat forms (that is, using attack and 
damage rolls). Characters who had the 
contact power must. select another 
telepathic devotion to replace it. 

¢ Tangents have been eliminated. 

¢ Maintenance costs for powers have 
been eliminated. All powers now have a 
standard PSP cost per round of use and can 


be maintained each round by paying that 
cost. 

¢ Power scores and the _ optional 
effects of rolls of power scores and 20s 
have been eliminated. All characters now 
have mental armor classes (MAC) and 
mental attack numbers (MTHACO). 
MTHACO stands for “mental THACO” or 
“mental attack roll.” The acronym refers to 
the number (or higher) a_ particular 
character needs to roll on 1d20 to hit an 
opponent with a mental armor class of 0. 
This mechanic has two distinct uses that 
work in basically the same manner. 

¢« The power check has_ been 
eliminated. To determine the successful 
use of a psionic power, a character makes 
an MTHACO roll. In psionic combat, a 
character makes MTHACO rolls to break 
through a target's mental defenses and 
open the mind. To use a psionic power on 
an open mind, an MTHACO roll is made 
against the power's MAC instead of the 
target's MAC. (All psionic powers have 
base MAC scores.) Some minds are 
considered open automatically (like the 
psionicist's own mind for the purposes of 
using a power on himself). In these cases, 
no psionic combat is needed, for the mind 
is already open. 

¢ The metapsionics discipline has 
been eliminated; its powers have been 
redistributed among the remaining five 
disciplines. 


Chapter One: 


All psionic powers belong to one of five 
disciplines: clairsentience, psychokinesis, 
psychometabolism, psychoportation, and 
telepathy. Within each discipline, the 
powers are divided into two categories: 
Major powers, or sciences; and minor 
powers, or devotions. The five disciplines 
are defined as follows: 
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Using Psionics 


¢ Clairsentient powers allow characters 
to perceive things beyond the natural 
range of human and demihuman senses. 

¢ Psychokinetic powers move objects 
across space using only the energy of the 
mind. 

« Psychometabolic powers affect the 
user's body by altering it in some manner. 
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¢ Psychoportive powers allow psionic 
travel, moving characters from one location 
to another without crossing space. 

¢ Telepathic powers involve the direct 
contact of two or more minds. 

Two key concepts need to be presented 
before the rules for using psionics in the 
AD&D game are detailed. These are 
psionic strength points (PSPs) and 
mental attack rolls (MTHACOs). 


Closed and Open Minds 
The minds of all characters and creatures 
exist in one of two states: either closed or 
open. A closed mind has either natural or 
enhanced defenses that protect it from 
unwanted intrusion. Only those things that 
enter through the normal senses (such as 
sight, sound, taste, touch, or smell) can 
impact on a closed mind. The minds of all 
characters and creatures are naturally 
closed. A character can voluntarily open 
his or her mind to psionic contact, or a 
closed mind can be opened by psionic 
attack. 

An open mind is not a natural state. For 
a mind to be open, psionic defenses must 
be voluntarily lowered (in the case of a 
willing subject) or breached by psionic 
attack (in an unwilling opponent). A 
psionicist's own mind is considered open 
when using a psionic power with an area of 
effect of “personal” (such as_ the 
heightened senses devotion). 


Mental Armor Class (MAC) 


All characters and creatures have mental 
armor classes (MACs). While physical 
Armor Classes protect a body from physical 
attacks, MACs provide protection from 
psionic attacks. The MAC rating ranges 
from minimal defense (MAC 10) to 
maximum defense (MAC -10); there are no 
MACs worse than 10 or better than -10. 

As with standard Armor Class, the 
higher the MAC number, the more 
vulnerable the character is to psionic 
attack. Likewise, with all attacks, a roll of 
20 always hits and a roll of 1 always 
misses, regardless of the target's MAC 
number. 


Optional Rule: For those who have 
copies of The Complete Psionics Handbook 
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and who want to continue using the 
“optional results” rules (page 28), make the 
following change. A roll of a power's MAC 
score gives the good result (what used to 
be signified by a roll of the power score), 
while a roll of 1 gives the bad result (what 
used to happen on a roll of 20). 


To determine a base MAC number, find 
the character's Wisdom score on TABLE I 
below. Then find the character's 
Intelligence score and add the indicated 
MAC modifier. (MACs can be improved 
through proficiencies and other means, as 
detailed later.) 


TABLE I: BASE MAC AND PSP BONUSES 


Ability Base MAC PSP 
Score MAC Modifier Bonus 
15 or less 10 0 0 
16 9 -1 +1 
17 8 -1 +2 
18 7 -2 +3 
19 6 -2 +4 
20 5 -3 +5 
21 4 -3 +6 
22 3 -3 +7 
23 2 -4 +8 
24 1 -4 +9 
25 0 -4 +10 


Example: Fenka of Raam has a Wisdom 
score of 18, which yields a base MAC of 7. 
She has an Intelligence score of 16, which 
gives a modifier of -1. Without other 
enhancements, Fenka has a MAC of 6 (7-1 
= 6). 


Psionic Strength Points (PSPs) 


Every psionicist and wild talent character 
has psionic strength points, or PSPs. In 
many ways, PSPs are like mental hit points, 
though with a different function. Not only 
do they determine a character's current 
psionic strength, they also power psionic 
abilities. This mental strength is used to 
create psionic attacks, activate psionic 
powers, and keep psionic defenses in place. 
As long as any PSPs remain, psionic 
defenses keep the mind closed to psionic 
intrusion of any sort. When a _ psionic 
character's PSP total falls to zero, his 
defenses crumble and his mind is left open 
to psionic contact. 
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Each time a character uses (or attempts 
to use) a psionic science, devotion, or 
attack, he must pay the listed cost from his 
current PSP total. Damage caused by 
psionic attacks is also subtracted from PSP 
totals. 

The PSP total for a psionicist depends 
on four factors: the psionicist's Wisdom, 
Intelligence, and Constitution scores; and 
his experience level. Together, these 
factors determine the psionicist's PSP pool. 
A 1st-level psionicist automatically gets 15 
PSPs. This number is modified by bonuses 
granted by high ability scores. Lastly, the 
psionicist rolls 1d6, which is added to 
generate a PSP total. 

The PSP total for a wild talent is 
determined with some slight modifications. 
A wild talent automatically receives enough 
PSPs to use his power (or powers) once. In 
addition, he gets 10 PSPs (instead of 15) 
and any bonuses granted for high Wisdom, 
Intelligence, and Constitution scores. He 
also rolls 1d4, instead of 1d6. See TABLE I 
above and Chapter Two for more details. 


Example: Fenka of Raam has a Wisdom 
score of 18, an Intelligence score of 16, and 
a Constitution score of 17. At 1st level, she 
gets 21 PSPs (15 +3+1+2=21) plusa 
1d6 die roll. Garon, a wild talent with the 
same ability scores, gets 16 PSPs (10+ 3 + 
1 + 2 = 16), a 1d4 die roll, and enough 
PSPs to use his psionic power once. 


Gaining PSPs 

The PSP total of psionicists and wild talents 
increases with every level advancement. 
Psionicists receive 1d6 PSPs with each 
level increase up to 9th level, plus any 
bonuses for high Wisdom, Intelligence, and 
Constitution scores. Starting at 9th level, 
psionicists gain just 3 PSPs, and they 
receive bonuses only for high Wisdom 
scores. Regardless of their Intelligence or 
Constitution scores, they no longer receive 
bonuses for these abilities. Wild talents, on 
the other hand, receive only 4 PSPs at each 
level increase, regardless of their level; 
further, no die rolls or additional modifiers 
are applied. 

Example: The psionicist Fenka of Raam 
has a Wisdom score of 18, an Intelligence 
score of 16, and a Constitution score of 17. 
When she advances from 1st to 2nd level, 
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she receives 1d6+6 PSPs: the automatic 
1d6 die roll and a +6 bonus for her high 
ability scores. 


Recovering PSPs 
Characters recover expended PSPs_ by 
resting for specific lengths of time 
(minimum of one full hour). The only states 
of rest that allow for PSP recovery are 
sleep or meditation. Any other physical 
activity or the use of psionic powers (which 
expend PSPs) negates the recovery process 
for that hour. A character can never 
recover more PSPs than his maximum total. 
During each hour of rest, characters 
recover one-eighth of their total PSPs 
(bearing in mind that they never recover 
more than their maximum total). To do this, 
divide a character's PSP total by 8 and 
round up. This is the number of PSPs the 
character recovers after one full hour of 
rest. So, if a psionicist is reduced to 0 PSPs, 
it takes eight full hours of rest to recover 
the expended PSPs—regardless of whether 
he has 20 or 100 total PSPs. 


Example: Ulcen of Tyr has a total of 48 
PSPs, and he has lost 24 of them during a 
recent psionic battle. After an hour of sleep 
or meditation, Ulcen can recover 6 of the 
expended PSPs (48 _ 8 = 6). He is now at 
30 PSPs. 


Psionic Combat 


Psionicist characters automatically receive 
the contact bonus proficiency when they 
are created. Contact gives them access to 
psionic attacks (as per TABLE VII: PSIONIC 
PROGRESSION in Chapter Two) and allows 
them to participate in psionic combat. The 
psionic attacks come naturally and don't 
take up any proficiency slots. 

Wild talents, on the other hand, must 
select the contact proficiency and place it 
in an open nonweapon proficiency slot. 
(Note that this should occur at the point 
when a character becomes a wild talent, 
whether when he is first created or later in 
his career when his psionic ability becomes 
known.) Along with the proficiency, wild 
talents receive only one psionic attack 
form. However, as a wild talent rises in 
level and gains nonweapon proficiency 
slots (according to his character group), he 
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may select additional attack forms. These 
fill open slots, and the wild talent may 
choose more forms (for a total of three) as 
he gains slots. Wild talents may never 
have more than three of the _ five 
psionic attacks. 

Psionic combat is used to assault closed 
minds so that they can be opened to further 
psionic contact. This is accomplished like 
other attacks in the AD&D game system: 
The attacking psionicist selects an attack 
form and makes an MTHACO roll equal to 
or exceeding the defender's MAC. 
Regardless of that MAC, a roll of 1 always 
fails and a roll of 20 always succeeds. 

Psionic attacks can be used against 


psionic and  nonpsionic minds. (A 
nonpsionic mind is defined as _ any 
character without a PSP pool.) The 


procedures are the same, but the results 
are slightly different. 

When attacking a psionic mind, psionic 
combat continues until one opponent or the 
other is reduced to 0 PSPs (or until the 
battle is broken off). That mind is now open 
and can be subjected to other psionic 
powers. When attacking a nonpsionic mind, 
however, only one successful attack is 
required to open the mind. 

Psionic powers can only be used on 
open minds, whether willingly opened or 
attacked until that state occurs. A psionic 
power can be used in the same round that a 
mind is opened by psionic attack. 

Psionic defenses, like armor and shields 
in physical combat, remain in place until 
the defender's PSP total is reduced to 0 (in 
the case of a psionic character) or one 
successful psionic attack breaches the 
defenses (of a nonpsionic character). 

Psionic attacks require concentration. A 
psionicist who uses one during a combat 
round can move at only half his walking 
rate. A character using a psionic attack can 
also be disrupted the same way as can a 
wizard casting a spell. In the round when a 
character using a_ psionic attack is 
disrupted, the attack can't be used. A 
disrupted psionic attack costs 1 PSP 
for the attempt. 

Psionicists can make a number of 
psionic attacks in a round according to 
their level: 1-6, 1/1 round; 7-12, 3/2 
rounds; 13+, 2/1 round. Wild talents can 
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never make more than one psionic attack in 
a round. 

Psionicists and wild talents receive 
MTHACO bonuses depending on _ their 
Intelligence scores, making it easier to 
accomplish psionic attacks. See TABLE II: 
MTHACO MODIFIERS, on the following page. 


Psionic Combat Sequence 

« The DM secretly decides what actions 
the monsters or NPCs will take—including 
choosing psionic attacks and defenses (if 
they have access to any). The DM doesn't 
announce his or her decision to the players. 

¢ The players indicate what their 
characters will do, including choosing 
psionic attacks and defenses (from the ones 
they have access to). 

¢ Initiative is determined. Note that 
psionic attacks and powers don't have 
initiative modifiers. 

¢ Attacks are made in order of initiative. 


TABLE II: MTHACO MODIFIERS 
Intelligence MTHACO 


Score Modifier 
15 or less 0 

16-17 +1 
18-19 +2 
20-22 +3 

23+ +4 


All psionic attacks require line of sight, 
as do the use of all psionic powers (with a 
few exceptions, such as those in the 
clairsentience discipline). 


The Five Psionic Attacks 

The five psionic attack forms are ego whip, 
id insinuation, mind thrust, psionic blast, 
and psychic crush. Psionicists have access 
to all five forms (depending on their levels), 
whereas wild talents can never have more 
than three of the five. The psionic attacks 
are described below. 


* Ego Whip (EW): This attack assaults 
a target's self-esteem and individuality. It 
strikes like a glowing whip, its crack slicing 
open the wells’ of inferiority and 
worthlessness buried deep behind the 
target's defenses. For every 4 PSPs put into 
the attack (declared after a successful 
attack roll is made), the attacker rolls 1d6 
to determine psionic damage against his 
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foe. If hit, the defender loses that many 
PSPs or has his mind opened to further 
psionic contact if no PSPs remain. A failed 
attack costs 2 PSPs. 

Ego whip has three ranges: short (40 
yards), medium (80 yards), and long (120 
yards). At medium range, the defender 
receives a +2 bonus to his MAC; at long 
range, the bonus is +5. 

If used against an open mind, ego whip 
leaves the target dazed for 1d4 rounds, 
costing the attacker 4 PSPs. Though no 
psionic defenses remain, the attacker must 
roll the defender's MAC to successfully hit 
(this attack receives a +2 bonus). While 
dazed, all of a character's die rolls (attacks 
rolls, saving throws, etc.) receive a -5 
penalty, and the character can't cast spells 
above 3rd level. 


¢ Id Insinuation (II): This attack 
assaults a target's subconscious, like a 
mental battering ram tearing through the 
walls that separate primitive needs from 
social constraints. For every 6 PSPs put 
into the attack (declared after a successful 
attack roll is made), the attacker rolls 1d8 
to determine psionic damage against his 
foe. If hit, the defender loses that many 
PSPs or has his mind opened to further 
psionic contact if no PSPs remain. A failed 
attack costs 3 PSPs. 

Id insinuation has three ranges: short 
(60 yards), medium (120 yards), and long 
(180 yards). At medium range, the 
defender receives a +2 bonus to his MAC; 
at long range, the bonus is +5. 

If used against an open mind, id 
insinuation leaves its victim confused and 
powerless to act for 1d4 rounds. While no 
psionic defenses remain, the attacker must 
roll the defender's MAC to successfully hit 
(the attack roll receives a +2 bonus). This 
use of the attack costs 6 PSPs. 


¢ Mind Thrust (MT): This attack stabs 
the mind of the defender, piercing thoughts 
and memories. For every 2 PSPs put into 
the attack (declared after a successful 
attack roll is made), the attacker rolls 1d4 
to determine psionic damage against his 
foe. If hit, the defender loses that many 
PSPs or has his mind opened to further 
psionic contact if no PSPs remain. A failed 
attack costs 1 PSP. 
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Mind thrust has three ranges: short (30 
yards), medium (60 yards), and long (90 
yards). At medium range, the defender 
receives a +2 bonus to his MAC; at long 
range, the bonus is +5. 

If used against an open mind, mind 
thrust causes the target to lose the use of 
one psionic power (chosen randomly) for 
1d6 days. While no psionic defenses 
remain, the attacker must still roll the 
defender's MAC to successfully hit (with a 
+2 bonus to the attack roll). This use of the 
attack costs 2 PSPs. Beyond opening a 
closed mind, mind thrust has no effect on 
nonpsionic minds. 


¢ Psionic Blast (PB): This attack takes 
the form of a wave of mental force that jolts 
a defender's mind. For every 10 PSPs put 
into the attack (declared after a successful 
attack roll is made), the attacker rolls 1d12 
to determine psionic damage against his 
foe. If hit, the defender loses that many 
PSPs or has his mind opened to further 
psionic contact if no PSPs remain. A failed 
attack costs 5 PSPs. 

Psionic blast has three ranges: short 
(20 yards), medium (40 yards), and long 
(60 yards). At medium range, the defender 
receives a +2 bonus to his MAC; at long 
range, the bonus is +5. 

If used against an open mind, psionic 
blast causes 1d8 points of physical damage 
(hit point loss) for every 10 PSPs put into 
the attack. While no psionic defenses 
remain, the attacker must still roll the 
defender's MAC to successfully hit (with a 
+2 bonus to the attack roll). 


¢ Psychic Crush (PsC): Like a terrible 
mental weight, this attack seeks to crush a 
defender's mind. For every 8 PSPs put into 
the attack (declared after a successful 
attack roll is made), the attacker rolls 1d10 
to determine psionic damage against his 
foe. If hit, the defender loses that many 
PSPs or has his mind opened to further 
psionic contact if no PSPs remain. A failed 
attack costs 4 PSPs. 

Psychic crush has a range of 50 yards. 

If used against an open mind, psychic 
crush causes 1d6 points of physical 
damage (hit point loss) for every 8 PSPs put 
into the attack. Although no _ psionic 
defenses remain, the attacker must roll the 
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defender's MAC to successfully hit (with a 
+2 bonus to the attack roll). 


The Five Psionic Defenses 

Both psionicists and wild talents develop 
psionic defenses naturally when _ they 
progress in experience, as detailed on 
TABLE VII: PSIONIC PROGRESSION in Chapter 
Two. Psionic defenses are gained without 
using up any proficiency slots. As with 
psionic attacks, wild talents may never 
have more than three of the _ five 
psionic defenses. 

A character activates a psionic defense 
at the beginning of a combat round. This 
defense protects against all psionic attacks 
launched at the character in that round. 
The PSP cost is only paid once per round, 
no matter how many attacks it defends 
against in that round. 

Some psionic attacks are more effective 
against certain psionic defenses. The 
reverse is also true. This is represented by 
modifiers that apply to the attacker's 
MTHACO. See TABLE III: PSIONIC ATTACKS 
VS. PSIONIC DEFENSES, below, for a cross- 
referenced list of penalties and bonuses. 

When a psionic attack clashes with a 
psionic defense, cross-index the attack with 
the defense on the table. The resulting 
modifier is applied to the attacker's 
MTHACO. Thus, positive modifiers are 
bonuses and negative modifiers are 
penalties. 

Combat cards that list psionic attacks 
and defenses are strongly recommended. 
Use 3.5 index cards, one card for each 
attack or defense that a character has. 
During a round of psionic combat, each 
player puts an attack and a defense in front 
of him, face down, to lock in his action. 
After all declarations of actions have been 
made, cards are turned over and combat 
commences. 


There are five psionic defenses. They 
are intellect fortress, mental barrier, mind 
blank, thought shield, and tower of iron 
will. These are described below. 


¢ Intellect Fortress (IF): This defense 
encases the mind in a powerful keep of 
mental energy to protect it from psionic 
attack. Intellect fortress provides the best 
protection against ego whip, but it's 
extremely vulnerable to psionic blast. The 
cost is 4 PSPs per round to use this 
defense. 


¢ Mental Barrier (MB): This defense 
throws up a wall of thought to protect 
against psionic attack. A mental barrier is 
extremely effective against a psionic blast, 
but vulnerable to a psychic crush attack. It 
costs 5 PSPs to use this defense in a round. 


« Mind Blank (MBk): This defense 
hides the mind from psionic attack, forming 
a vast, featureless area that makes it 
harder to target the closed mind. Mind 
blank protects best against id insinuation, 
while mind thrust easily slices through the 
defensive fog. It costs 3 PSPs per round to 
use this defense. 


¢ Thought Shield (TS): This defense 
forms a glowing shield to turn away a 
psionic attack. Thought shield defends 
most effectively against psychic crush but 
is vulnerable to ego whip. The cost is 2 
PSPs per round to use this defense. 


¢ Tower of Iron Will (TW): This 
defense builds an unassailable haven for 
the mind. Mind thrust has a difficult time 
penetrating this defense, while id 
insinuation can breach its protection. The 
defense costs 6 PSPs per round to use. 


TABLE III: PSIONIC ATTACKS VS. PSIONIC DEFENSES 


Mind Thought Mental Intellect Tower 
of 

blank shield barrier fortress iron will 
Mind thrust +5 +3 -2 -3 -5 
Ego whip +3 +4 +2 -4 -3 
Id insinuation -5 -3 -1 +2 +5 
Psychic crush +1 -4 +4 -1 -2 
Psionic blast -3 +2 -5 +4 +3 
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Using Psionic Powers 


All psionic powers have a MAC score. To 
determine if a psionic power works against 
an open mind, a player must make an 
MTHACO roll against the power's MAC 
score on 1d20. Any roll equal to or greater 
than the number means the power has 
been activated and its effects are applied 
for that round of play. 

All powers have a cost per round of use. 
The cost listed to the left of the slash is the 
number of PSPs needed to use the power 
for a single round. The cost listed to the 
right of the slash is the number of PSPs 
expended if the MTHACO roll fails (in which 
case the power's effects aren't applied). 

Powers that have been successfully 
activated can be maintained from round to 
round without making additional MTHACO 
rolls. The psionicist simply expends PSPs to 
pay for the power's cost. The first round 
that the character fails to pay the cost 
(either voluntarily or because his PSPs 
have been depleted), the power's effects 
cease to function. If the psionicist wishes to 
reactivate the power in a later round, even 
against the same target, he must make a 
new MTHACO roll. If an MTHACO roll to 
activate a psionic power fails, and the 
character has enough PSPs remaining, he 
can try to activate the power again in the 
next round by making another MTHACO 
roll. 

A roll of 1 is always a failure and a roll 
of 20 is always a success, no matter what 
the power's MAC or the_ psionicist's 
MTHACO scores are. 


Closing an Open Mind 

A nonpsionic mind is one that has never 
had any PSPs; its natural state is closed 
unless willingly opened or opened by 
psionic means. If such a target's mind has 
been opened, but the subsequent psionic 
attack or power used against it wasn't 
successful, the target can attempt to re- 
close its mind in the next round. This 
requires a saving throw vs. paralyzation at 
no penalty. If a psionic power was used 
successfully against the newly opened 
nonpsionic mind, the target can_ still 
attempt to close its mind, but its saving 
throw is at a -4 penalty. The target may 
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attempt to close its mind every round 
thereafter. 

For a newly opened psionic mind (one 
whose PSPs have been reduced to 0), the 
target can't attempt to re-close its mind 
until 1d4+1 rounds have passed. After the 
required rounds have passed, the target 
can make a Wisdom check at a -3 penalty 
every round thereafter to attempt closing 
its mind. 

When either a nonpsionic or psionic 
character succeeds at re-closing his mind, 
the following occurs: Any psionic power 
currently in use against the character 
ceases to function, and contact between 
the two minds is broken. If the power's 
effect already took place in the round in 
which the mind re-closed, the psionicist 
expends the full PSP cost. If the power's 
effect didn't take place yet in the round, 
then the lower PSP cost is subtracted from 
the psionicist's PSP total (as if the 
activation attempt failed). If the psionicist 
wants to reestablish contact, he'll have to 
once again open the target's mind. 


Psionics in a Round 
A psionicist can do several actions during a 
single round: 1) He can make as many 
psionic attacks as his experience level 
indicates; 2) he can use one_ psionic 
defense; 3) he can activate one psionic 
power against an open mind; and 4) he can 
maintain as many previously successfully 
activated powers as he wishes (provided he 
can afford to continue paying the PSP 
costs). Further, if a psionic attack succeeds 
and opens a closed mind, a psionic power 
can be used against the mind that same 
round. 
Limitations to Psionic 
Powers 
Psionic powers have definite limitations. 
Some of these have already been 
discussed, but are repeated here to 
emphasize them. Other limitations are new. 
¢ PSPs: Psionicists and wild talents 
have a finite amount of psionic strength 
available to them at any given time. This 
strength, expressed as PSPs, must be 
expended to use psionic attacks, defenses, 
and powers. The total also indicates how 
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much damage a hero's psionic defenses can 
withstand before his mind opens. As such, 
the psionic character must always balance 
the use of powers, attacks, and defenses 
with how strong he wants his own internal 
walls to remain. 

¢ Line of Sight: All psionic attacks and 
most powers require line of sight to use. If 
line of sight is blocked, most psionics won't 
work. 

¢ Touch: Some psionic powers have a 
range of “touch.” These can be used in 
melee combat, but they require a physical 
attack roll and an MTHACO roll to work. 
Like all psionic powers, they can only be 
used against open minds. 

¢ Obstructions: Anything that hinders 
a character's normal vision blocks line of 
sight. Unless the description states 
otherwise, psionicists require a line of sight 
to use a power. Obvious exceptions to this 
rule are the clairsentient powers and many 
of the telepathic powers. However, certain 
materials can obstruct these psionic 
powers if they completely block the target. 
These are lead and iron (at least 1 inch 
thick), obsidian (at least 2 inches thick), 
stone (at least 1 foot thick), and the 
antimagic shell spell (see below). 


Psychic Contests 

Sometimes two or more psionicists try to 
use a psionic power on the same target. 
For example, two psionicists might try to 
use telekinesis to move a stone in two 
different directions, or they might attempt 
to teleport the same character to different 
locations, or they might use any psionic 
powers in such a way as to be in direct 
conflict with each other. Which power use 
prevails? The struggle results in a psychic 
contest. 

To resolve a psychic contest, compare 
the competing characters' MTHACO rolls 
made to activate the powers. The character 
who has the lowest successful MTHACO roll 
wins the contest. If none of the competing 
characters roll successfully, none of the 
power uses succeed. If one character 
succeeds and the others fail the rolls, then 
that character wins the contest. If 
competing characters have the same 
MTHACO score and they roll the same 
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numbers on the dice, then a psychic lock 
occurs. 

In a psychic lock, neither competing 
character wins the psychic contest that 
round. Both are applying equal psionic 
pressure, thus creating a stalemate. To 
resolve the contest, both characters must 
pay the power's PSP cost and engage in 
another round of psychic contest. If either 
character fails to pay the cost (effectively 
giving up), that character suffers a psychic 
backlash and loses 4d4 PSPs immediately. 
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Chapter Two: 
Psionicists and Wild Talents 


Psionic powers can be used by any 


character class, though one class 
specializes in the use of psionics: the 
psionicist. These heros are devoted to 


strengthening the Will and_ perfecting 
their use of the Way. Wild talents are a 
subclassification within other character 
classes. These heros possess one or two 
psionic powers but have little 
understanding of the Will and the Way. 
Their main vocation is that of their class; 
for instance, an elemental priest may have 
a psionic ability or two, but he relies 
primarily on the skills of his class. A 
psionicist, on the other hand, relies almost 
entirely on his psionic gifts. The differences 
between the two types’ of _ psionic 
characters are explained in detail in this 
chapter. 


Psionicists 


The psionicist character works to mold 
mind, body, and spirit into a _ unified, 
powerful whole. The hero's internal energy, 
or psionic strength, comes from deep 
within himself (from a place psionicists call 
the nexus). This energy is given form and 
purpose by the individual's strength of will. 
Through extraordinary discipline, long 
contemplation, and deepening awareness 
of self, the psionicist taps the vast potential 
of his mind. Not all DARK SUN player 
characters have what it takes to become a 
psionicist. Those that do must first meet or 
exceed the following prerequisites. 


Ability requirements: Constitution 11, 
Intelligence 12, Wisdom 15 


Prime requisites: Wisdom, Constitution 
Races allowed: Any 

In the DARK SUN campaign world, any 
races eligible for use as player characters 
can become psionicists. Furthermore, DARK 
SUN psionicists have no racial level limits 
imposed upon them. 


Alignment 


Psionicists can be of any alignment, save 
chaotic; the discipline integral to psionics 
can't be maintained by chaotic characters. 
If a psionicist's alignment shifts to chaotic 
for any reason, he quickly begins to lose 
psionic powers. Every day his alignment 
remains chaotic, the character must make 
an ability check against one-half his 
Wisdom score, rounded down. Each time 
the character fails this check, he loses 
access to one psionic discipline and all the 
powers related to it. The discipline is 
selected randomly by the DM. 

Psionicists who change to chaotic 
alignment can't recover PSPs. If a 
psionicist's alignment turns from chaotic 
back to nonchaotic, he begins to recover 
lost disciplines at a rate of one per day. 
This is accomplished by making the same 
halved Wisdom check described above; 
success indicates the return of a random 
discipline from those that were lost. 


Weapon and Armor Restrictions 
Psionicists disdain using weapons of any 
sort; further, they don't have the time to 
properly train in their use. If a psionicist 
character wants to use a weapon, he must 
select it from the following small-sized 
items: hand crossbow, dagger, dart, dirk, 
knife, scourge, sickle, short sword, and 
wrist razor. 

Psionicists can only use the following 
types of armor: padded, leather, studded 
leather, and hide. They may also carry 
small shields. 


Psionicist Benefits 

Psionicists have their own THACOs, which 
are listed on TABLE IV: THACOS AND 
MTHACOs, below, along with their 
respective MTHACOs. MTHACOs for wild 
talents are listed on the same table, though 
these characters must refer to their class's 
own THACO tables for calculated attack 
rolls. 

Psionicists gain a +2 bonus on all 
saving throws vs. enchantment/charm 
spells. This is in addition to any magical 
defense adjustments for high Wisdom 


scores. TABLE V: PSIONICIST SAVING THROWS, 
on the next page, lists saving throws for 
this character class. 

At 9th level, a psionicist becomes a 
contemplative master. Such a master can 
build a sanctuary to use as_ his 
headquarters and can attract followers. A 
1st-level psionicist arrives monthly to study 
with the master, regardless of whether he 
builds a sanctuary. The maximum number 
of followers is equal to the master's 
Charisma score if he builds a sanctuary or 
half that number rounded down if he 
doesn't. 

A master's followers want to learn. They 
serve in any capacity the master chooses as 
long as the master spends at least 10 hours 
per week instructing them in the Way. If 
the master doesn't live up to this schedule, 
the followers leave to find someone else. 


TABLE IV: THACOS AND MTHACOs 


Psionicist's Level 
123 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20+ 
THACO 20201919181817171616 15 15 14 14 13 13 12 12 11 11 


Psionicist's Level 
123 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20+ 
MTHACO 20191817161514131211109 8 7 6 5 4 3 2 #1 


Wild Talent's Level 
123 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20+ 
MTHACO 20 201919181817171616 15 15 14 14 13 13 12 12 11 11 


TABLE V: PSIONICIST SAVING THROWS 


Paralyzation, Poison,Rod, Staff, Petrification Breath 
Level or Death Magic or Wand or Polymorph* Weapont Spell+ 


1-4 13 15 2 15 
5-8 12 
9-12 11 11 
13-16 10 9 
17-20 9 7 

8 


21+ 


* Excluding polymorph wand attacks. 
t+ Excluding those that cause petrification or polymorph. 
+ Excluding those for which another saving throw type is specified. 


Psionicist Advancement 18 2,400,000 9+18 
A psionicist earns experience points and 19 2,700,000 9+20 
advances in level like members of other 20 3,000,000 9+22 
classes, as outlined on TABLE VI below. 

Psionicists and PSPs 


TABLE VI: PSIONICIST EXPERIENCE LEVELS A psionicist determines his initial PSP total 

Psionicist Experience Hit by adding bonuses awarded for high 

Level Points Dice (d6) Wisdom, Constitution, and _ Intelligence 

1 0 1 scores to a base of 15 (see TABLE I: BASE 
2,200 2 MAC AND PSP BONUSES on page 6), then 

3 4,400 3 adding the result of a 1d6 die roll: 

4 8,800 4 Wis bonus + Con bonus + Int bonus + 

Fs) 16,500 is) 15 + 1d6 = Ist-level PSP total. 

6 30,000 6 With every level increase (up to the 9th 

7 55,000 7 level), a psionicist gains additional PSPs by 

8 100,000 8 adding the bonuses to a 1d6 die roll: 

9 200,000 9 Wis bonus + Con bonus + Int bonus + 

10 400,000 9+2 1d6 = PSPs gained per level (2 through 

11 600,000 9+4 8). 

12 800,000 9+6 Starting at 9th level, a psionicist gains just 

13 1,000,000 9+8 3 PSPs per level, plus his Wisdom bonus. 

14 1,200,000 9+10 Wis bonus + 3 = PSPs gained per level 

15 1,500,000 9+12 (9th level and higher). 


16 1,800,000 9+14 
17 =2,100,000 9+16 


Gaining Disciplines and Powers 
Every psionic power belongs to one of the 


five psionic disciplines: clairsentience, 
psychokinesis, psychometabolism, 
psychoportation, and ___ telepathy (as 


discussed in Chapter One). Powers are 
either major (and are called sciences) or 
minor (called devotions). Before a psionicist 
can learn a psionic power, he must have 
access to the appropriate discipline. 

At 1st level, a psionicist selects one 
discipline. This is his primary discipline. As 
a psionicist advances in level, he gains 
access to additional disciplines (as shown 
on TABLE VII: PSIONIC PROGRESSION, on the 
following page). A psionicist starts out at 
Ist level with four powers within his 
primary discipline: one science and three 
devotions. With each advance in level, the 
psionicist gains additional disciplines and 
powers, as outlined on TABLE VII. Some 
additional points to consider include the 
following: 

¢ DARK SUN PCs start at 3rd level, so a 
beginning psionicist has access to two 
disciplines and nine powers (two sciences 
and seven devotions). 

¢ A player can select new powers for his 
character as soon as the character reaches 
a new experience level. These new powers 
can be selected from any discipline the 
character has access to, including a 
discipline that was just gained. 

¢ Within a single discipline, a character 
must have twice as many devotions as 
sciences. For example, a player can't select 


a third telepathic science until his 
character has at least six telepathic 
devotions. 


e A character can never learn as many 
sciences and devotions in another 
discipline as he knows in his primary 
discipline. This provides a focus for a hero 
that he can adhere to throughout his 
career. 


TABLE VII: PSIONIC PROGRESSION 


Exp. Total Total Total Psionic 
Level Dis Sci Dev _ Att/Def 
1 1 1 3 1/1 
Z 2 1 5 1/1 
3 2 2 7 2/2 
4 2 2 9 2/2 
5 2 3 10 3/3 
6 3 3 11 3/3 


7 3 4 12 4/4 
8 3 4 13 4/4 
9 3 5 14 5/5 
10 4 5 15 5/5 
11 4 6 16 5/5 
12 4 6 17 5/5 
13 4 7 18 5/5 
14 5 v7 19 5/5 
15 5 8 20 5/5 
16 5 8 21 5/5 
17 5 9 22 5/5 
18 5 9 23 5/5 
19 5 10 24 5/5 
20 5 10 25 5/5 


Nonweapon Proficiencies 

Nonweapon proficiencies available to the 
psionicist class are listed below on TABLE 
IX, including five new  proficiencies 
(described on the following page). Note 
that the “General” listing is an addition to 
the proficiencies presented in the Player's 
Handbook and the DARK SUN Rules Book. 
Psionicists wanting nonweapon 
proficiencies outside their class group or 
the general group must add one to the slot 
cost. 


TABLE IX: NONWEAPON PROFICIENCIES 
-_—-——— General Group ————— 
Proficiency Slots Ability 


Modifier* 
Contactt’+ 1 Wisdom 0 
Mental armort 1 Wisdom - 


-_-—-——— Psionicist Group ————— 
Proficiency Slots Ability 


Modifier* 
Gem cutting 2 Dexterity -2 
Harness subconscioust 2 Wisdom 
-1 
Meditative focust 1 Wisdom 
+1 
Musical instrument 1 Dexterity - 
1 
Reading/writing 1 Intelligence 
+1 
Rejuvenationt 1 Wisdom 
-1 
Religion 1 Wisdom 
0 


* Ifa proficiency check is required, apply 
the modifier indicated to the corresponding 
ability and roll 1d20; results equal to or 
less than adjusted ability score indicate 
SUCCESS. 

+ New proficiency described in the 
following section. 

+ Bonus proficiency received by a 
psionicist upon creation; does not take up 
any available slots. 


The new  nonweapon proficiencies 
available include two that belong in the 
“General” group and three that belong in 
the psionicist class group. These 
proficiencies are described below. 

¢ Contact: This proficiency gives 
characters access to the psionic attack 
forms necessary to open a closed mind. 
Contact allows characters to gain psionic 
attacks as they become available with level 
advancement (see Chapter One). 

Psionicists automatically receive this 
proficiency; it doesn't take up any of their 
available slots. As a psionicist increases in 
level, he automatically receives psionic 
attack forms as outlined on TABLE VII: 
PSIONIC PROGRESSION. Psionic attack forms 
don't fill up a psionicist's proficiency slots. 

Wild talents, on the other hand, must 
select contact and place it in an available 
nonweapon proficiency slot if they want to 
gain its benefits. Once contact is slotted, a 
wild talent selects one psionic attack. He 
may select an additional attack by placing 
it in an available nonweapon slot after he 
has advanced the appropriate number of 
levels, according to his group's progression 
rate. Wild talents may never have more 
than three of the five psionic attack forms. 

¢ Harness Subconscious: Through 
the use of this proficiency, a psionicist 
temporarily boosts his PSP total. To 
procure these extra PSPs, the psionicist's 
PSP total must be at its maximum. Two full 
days (48 consecutive hours) must be spent 
gathering energy from subconscious 
reserves. At the end of this time, the 
psionicist makes a_ proficiency’ check. 
Success increases his PSP total by 20%, 
rounded up. 

The extra PSPs remain available for 72 
hours or until they are used up, whichever 
comes first. At the end of 72 hours, the 
psionicist loses as many PSPs as he gained 


from his current total (though the total 
won't drop below 0). 

During the 72 hours of boosted energy, 
the psionicist can't recover PSPs if his 
current total equals or exceeds his usual 
maximum. Once all of the bonus PSPs have 
been used, PSPs can be recovered normally 
up to the usual maximum. 

¢ Meditative Focus: This proficiency 
allows a psionicist to focus his mental 
energy into one discipline, causing all 
powers within that discipline to receive 
MTHACO roll bonuses; powers related to 
other disciplines receive MTHACO roll 
penalties. 

The psionicist must meditate for 12 
consecutive hours. He recovers PSPs 
normally during this meditative state. 
When the period ends, the character makes 
a proficiency check. Success means he has 
focused his energy into the chosen 
discipline. All MTHACO rolls for powers 
within that discipline receive a +2 bonus 
for the next 24 hours or until his PSP total 
is reduced to 0, whichever comes first. All 
other disciplines get a -1 penalty for the 
same period. 

« Mental Armor: This _ proficiency 
allows a character to improve his mental 


armor class (MAC). Each time _ this 
proficiency is placed in an _ available 
nonweapon slot, the character's MAC 


improves. Nonpsionicists improve by +1 for 
each slot; psionicists improve by +2. The 
proficiency may only be slotted once per 
level advancement. 

¢ Rejuvenation: This proficiency 
allows a psionicist to recover PSPs more 
quickly than is usual by entering a 
rejuvenating trance. This state of deep 
concentration requires a successful 
proficiency check. For every hour a hero 
maintains this trance (and makes the 
check), he regains PSPs at twice the usual 
rate (one-quarter of his total instead of one- 
eighth). He can't expend PSPs while in this 
trance, and his state is much like deep 
sleep. 


Wild Talents 


A wild talent is a hero from any character 
class other than the psionicist class who 
has natural psionic potential. This potential 
can be present in any character, regardless 


of class, alignment, or race. The alignment 
restrictions of the psionicist class don't 
apply to wild talents. 

Wild talents have one or two psionic 
powers, up to three psionic defenses, and 
up to three psionic attacks at their disposal 
once they've reached full power. The 
psionic defenses come naturally, one at a 
time, according to TABLE VII: PSIONIC 
PROGRESSION on the previous page. 

All PCs in a DARK SUN campaign are 
wild talents (if they're not psionicists), so 


testing for the presence of psionic ability 
isn't necessary. To find out the power of a 
newly created DARK SUN _ wild talent 
character, roll 1d100 on TABLE X: WILD 
TALENTS, under the heading of “wild 
devotion.” If the result is 99 or 100, roll 
1d100 again on the “wild science” heading 
of the table. Note that none of the powers 
available for wild talents require any 
prerequisites to use. 


Chapter Three: Psionic Powers 


Clairsentient Powers 


Clairsentient powers allow characters to 
perceive things beyond the natural range of 
human and demihuman senses. Revised 
sciences and devotions are presented below. 


Clairaudience (clairsentient science) 


MAC: 8 (base) 
PSP Cost: 5/2 
Range: Unlimited 
Area of Effect: Special 
Prerequisite: None 


This power allows the user to hear sounds 
from a distant area. The user picks a location 
he knows, makes an MTHACO roll, then gets 
to hear everything that he would be able to 
hear normally if he were standing in that spot. 
If the user has enhanced hearing, that ability 
also applies to the use of clairaudience. The 
power doesn't screen out noise around the 
user's physical body, which may make it 
difficult to hear sounds elsewhere. The power 
doesn't provide any abilities to understand 
languages or interpret sounds. 

The distance of the listening spot 
modifies the power's MAC, as shown below. 
For example, a user trying to hear something 
10,000 miles away would require a roll 
against a lower MAC. Instead of 8, the mental 
armor class would now be -2. If the user's 
MTHACO is 15, he needs to roll a 17 to 
successfully employ this power. 

Range Power's MAC 
100 yards 8 

1,000 yards 6 

10 miles 4 

100 miles 2 

1,000 miles 0 

10,000 miles -2 

Interplanetary* -4 


* Clairaudience only works within a given 
plane or crystal sphere. 


Clairvoyance (clairsentient science) 


MAC: 7 (base) 

PSP Cost: 5/2 

Range: Unlimited 
Area of Effect: Special 

Prerequisite: None 


This power allows the user to see images from 
a distant area. The user picks a spot he 
knows, makes an MTHACO roll, then gets to 
see everything he would be able to see if he 
were standing in that spot. The user's field of 
vision is the same as normal, and turning his 
head allows him to scan the area. 

Clairvoyance doesn't replace normal 
vision. The user still sees what's around his 
physical location, with the distant scene 
superimposed. Closing one's eyes blocks the 
double vision and leaves only the distant scene 
in sight. This power doesn't enhance vision, so 
hidden or invisible objects remain so. The 
distant scene is visual only; there is no sound. 

The distance of the viewing spot 
modifies the power's MAC, as shown below. 
Range Power's MAC 
100 yards 7 
1,000 yards 5 
10 miles 3 
100 miles 1 
1,000 miles -1 
10,000 miles -3 
Interplanetary* -5 


* Clairvoyance only works within a given plane 
or crystal sphere. 


Combat Mind (clairsentient devotion) 
MAC: 6 

PSP Cost: 4/2. 

Range: 0 


Area of Effect: Personal 
Prerequisite: None 


This power gives the user an unusually keen 
understanding of his enemies and_ their 
fighting tactics. As a result, the user's side 
gains a -1 bonus to all initiative rolls during 
combat for every round the power is in effect. 
This bonus is in addition to any other 
modifiers that may apply. 


Danger Sense (clairsentient devotion) 


MAC: 8 

PSP Cost: 3/1 

Range: 50 yards 
Area of Effect: Personal 
Prerequisite: None 


This power produces a_ slight tingling 
sensation at the back of the user's neck 
whenever a hazard or threat is near. When a 
character wants to activate this power, the 
DM makes the MTHACO roll for the character 
in secret. The DM informs the user that the 
power has been successfully activated or not, 
but not how high the roll was. For every round 
that the user keeps the power in effect, he 
receives advance warning about the general 
direction of a threat. 

No details about the type of danger are 
learned, or how or when the danger will 
strike. How much warning depends on the 
MTHACO roll. If the roll succeeds by +1 to +6, 
the user receives warning just moments 
before danger strikes. This gives him the 
opportunity to act before the danger strikes in 
the round, but no time to warn others. If the 
roll succeeds by +7 or better, the user knows 
whether danger is lurking within the area of 
effect a full round before it shows itself. 

In addition to the above benefits, the 
power gives the user a +2 bonus to surprise 
rolls. 


Psionic Sense (clairsentient devotion) 


MAC: 8 

PSP Cost: 2/1 

Range: 200-yard 
radius 

Area of Effect: Personal 
Prerequisite: Mindlink 


This power allows the user to detect psionic 
activity anywhere within 200 yards of his 
location. Any expenditure of PSPs constitutes 
psionic activity. The first successful use of this 
power reveals whether someone or something 
is psionically active within range. A second 
successful use of the power in the following 
round reveals how powerful the activity is and 
where the psionic activity is taking place 


(direction and distance). If psionic activity is 
occurring in more than one location within the 
range, the user detects all of it. 

Power levels are as follows: 1) low 
psionic activity (1 to 5 PSPs per round); 2) 
moderate psionic activity (6 to 12 PSPs per 
round); and 3) high psionic activity (13+ PSPs 
per round). 


Psychokinetic Powers 

Psychokinetic powers move objects across 
space using only the energy of a character's 
mind. Revised sciences and devotions are 
presented below. 


Detonate (psychokinetic science) 


MAC: 5 

PSP Cost: 15/5 

Range: 60 yards 

Area of Effect: 1 item, 8 cubic feet 
Prerequisite: Telekinesis, molecular 
agitation 


With this power, the user harnesses, focuses, 
and explosively releases the latent psionic 
energy inside nonsentient (0 Intelligence) 
plants and inanimate objects. The power also 
works against animated undead (skeletons 
and zombies), but doesn't affect incorporeal 
undead. It can't be used against animals, 
intelligent creatures, or free-willed undead. 

The explosion causes destructive 
damage to the target, based on the MTHACO 
roll. If the roll is equal to the power's MAC, 
10% of the target area is destroyed. For every 
number rolled above the MAC, an additional 
10% is destroyed, up to a total of 8 cubic feet 
of material (by a single power use). 

Monsters such as skeletons and golems 
targeted by the detonate power take damage 
based on the percentage of their mass that 
was destroyed, losing an equal percentage of 
hit points. Magically animated material, like 
golems, gets a save vs. spell to resist 
detonation. 

Weapons and armor that have been 
detonated receive penalties of -1 to attack 
rolls and AC values for each 10% destroyed. 
Magical items get a save vs. disintegrate to 
resist detonation. Vulnerable objects or living 
things within 10 feet of the target take 1d10 
points of damage from the resulting explosion. 
A save vs. breath weapon reduces damage to 
half. 


Telekinesis (psychokinetic science) 


MAC: 8 

PSP Cost: 3+/1 
Range: 30 yards 
Area of Effect: 1 item 


Prerequisite: None 


This power allows the user to move objects 
without touching them. Telekinesis tends to be 
physically taxing, as it takes a lot of internal 
energy to move objects. Small objects are 
easy, but larger, more massive objects are 
significantly more difficult. 

The cost listed above assumes the object 
being moved weighs 3 pounds or less. For 
heavier objects, use the following: 

« PSP cost equals the item's weight in 
pounds. 

¢ The power's MAC improves by a bonus 
equal to one-third of the item's weight, 
rounded down (for example, moving a 10- 
pound rock requires rolling against a MAC of 
5). 

Telekinesis moves the targeted item up 
to 60 feet per round. Items moving at such a 
slow rate of speed don't make effective 
weapons, but items weighing more than 3 
pounds can be used to disrupt spellcasting or 
psionic use. (The user rolls his base THACO 
score to hit, with a penalty equal to one-third 
of the item's weight, rounded down. For 
example, if a hero whose THACO is 15 wants 
to attack a wizardess whose AC is 0, he needs 
an 18 or better to hit her with a 10-pound 
rock.) 

Telekinesis can be used to perform very 
fine work, such as writing or sewing. The user 
must be capable of performing the work 
himself, and a second MTHACO roll (and 
second round of power use) is needed to 
complete fine work. If the hero wants to use 
the power to pull an item away from an 
opponent, use the rules for psychic contests, 
except that the defender uses his Strength 
score to decide the contest. 


Levitation (psychokinetic devotion) 


MAC: 8 (base) 

PSP Cost: 5/2 

Range: 0 
Area of Effect: Personal 
Prerequisite: Telekinesis 


This power allows the user to float by using 
telekinesis on himself. The user can lift 
himself at the rate of 1 foot per second, or 60 
feet per round. He can descend as quickly as 
he wants by simply letting himself fall, then 
slowing down as he nears the ground. The 
user can always levitate his own weight. 
Additional weight, such as equipment or 
passengers, is a hindrance. Every 25 pounds 
of added weight improves the power's MAC by 
1. 

Levitation isn't flying. The power 
provides no horizontal movement. The user 


can hover motionlessly and drift with the wind 
if he wants, or he can push off a wall or other 
fixed object and drift up to 60 feet per round 
in a straight line. He can't stop, however, until 
he meets another solid object, lowers himself 
to the ground, or stops paying the PSP cost. 
Two powers—control wind and project force— 
can help the levitating user propel himself 
forward and change direction. The use of 
these additional powers requires the extra 
expenditure of PSPs and MTHACO rolls. 


Psychometabolic Powers 
Psychometabolic powers affect the user's body 
by altering it in some way. Revised sciences 
and devotions are presented in this section. 


Animal Affinity (psychometabolic science) 
MAC: 5 


PSP Cost: 7/3 

Range: 0 
Area of Effect: Personal 
Prerequisite: None 


With this power, the user develops an affinity 
for a particular animal type. Roll on the list 
below to determine the animal type (see the 


various DARK SUN MONSTROUS COMPENDIUM ® 
appendices for descriptions). The user 
undergoes a physical change when this power 
is used, depending on the animal and ability. 
For example, he may gain wings or claws. 

When the user activates this power, he 
temporarily gains one of the animal's 
attributes. He can gain the animal's Armor 
Class; movement rate and mode; physical 
attacks, damage, and THACO; hit points; or 
any other special ability—though only one of 
these can be gained at a time. The attribute 
lasts for every round that the cost is paid. 
Switching to a different attribute requires a 
new MTHACO roll. 


1d20 1d20 

Roll Result Roll Result 

1 Ankheg 11 Lizard, 
minotaur 

2 Carru 12 Mekillot 

3 Cilops 13 Pterrax 

4 Erdland 14 Rasclinn 

5 Flailer 15 Razorwing 

6 Gorak 16 Ruktoi 

7 Inix 17 Scorpion, giant 
8 Jhakar 18 Spider, giant 

9 Kes'trekel 19 Tigone 

10_~—sw Kiirrre 20 Wyvern 
Adrenaline Control (psychometabolic 
devotion) 

MAC: 6 


PSP Cost: 5/2 

Range: 0 
Area of Effect: Personal 
Prerequisite: None 


This power temporarily boosts the amount of 
adrenaline in the user's system, giving him 
physical advantages. He gains 1d6 points to 
divide among his Strength, Dexterity, and 
Constitution scores as he chooses, thus 
increasing them while the power is in effect. 
He receives all of the normal bonuses for high 
ability scores during this period. (If used to 
increase Constitution, the user may 
temporarily gain bonus hit points. Damage 
suffered is subtracted from the extra hit points 
first.) 

Exceeding racial maximums is 
dangerous. When an attribute is increased 
beyond the racial maximum and the user stops 
paying the PSP cost, he must make a system 
shock check; he suffers 1d6 points of physical 
damage if the roll fails. 


Body Weaponry (psychometabolic devotion) 
6 


MAC: 

PSP Cost: 6/3 

Range: 0 
Area of Effect: Personal 
Prerequisite: None 


This power allows the user to convert one of 
his arms into a weapon. Virtually any sort of 
weapon can be imitated, except ranged 
weapons (such as bows) or any weapon the 
user isn't proficient with. The arm actually 
becomes rock, bone, wood, or metal and 
assumes the weapon's form. It behaves in 
every respect like a normal weapon of the 
chosen type, with the bonus that it can't be 
dropped or stolen. 


Cannibalize (psychometabolic devotion) 


MAC: 7 

PSP Cost: 0 

Range: 0 
Area of Effect: Personal 
Prerequisite: 5th level 


This power allows the user to cannibalize his 
own body for extra PSPs. When activated 
successfully, the user can take Constitution 
points and convert them directly to PSPs at a 
ratio of 1:8 (1 Constitution point equals 8 
PSPs). The user can access these PSPs any 
time, as if they were part of his total. 

The Constitution reduction isn't 
permanent, but it is debilitating and long- 
lasting. The user immediately loses bonus hit 
points. His system shock and resurrection 
survival chances are reduced. All 


psychometabolic powers receive MAC bonuses 
(making them harder to use) equal to the 
number of Constitution points that were 
cannibalized. The user recovers one 
cannibalized point of Constitution per week of 
rest. Rest means staying quietly in a safe 
place; adventuring is not allowed. 


Chameleon Power (psychometabolic 
devotion) 

MAC: 7 (base) 

PSP Cost: 4/1 

Range: 0 

Area of Effect: Personal 

Prerequisite: None 


This power changes the coloration of the 
user's skin, clothing, and equipment to match 
the nearest background. The match is 
automatic; the user doesn't choose the 
appearance. The change takes several seconds 
to occur. As the user moves, the coloration 
changes and shifts to reflect any changes in 
the surroundings. 

This power makes the user extremely 
difficult to spot. For every round the power is 
in effect and the user remains still, he can 
avoid detection simply by successfully rolling 
against the power's MAC. If the user moves, 
the MAC score increases (to MAC 5). 
Chameleon power is most effective in natural 
surroundings, where the user's coloration can 
best conceal him. In an urban setting, or in an 
area without natural cover during broad 
daylight, the power's MAC score is improved 
to MAC 3. 


Heightened Senses (psychometabolic 
devotion) 

MAC: 7 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

Prerequisite: None 


This power allows the user to sharpen all five 
of his normal senses: sight, hearing, taste, 
smell, and touch. With heightened senses, the 
user has a good chance to notice thieves 
hiding in shadows or moving silently. This is 
represented by a thief's skill chance being cut 
in half if someone with heightened senses is 
observing him. Even if the thief is already 
hidden, he must roll again when the user of 
this power enters the area. 

Someone with heightened senses can 
also track by sense of smell. He must make an 
Intelligence check every turn to stay on the 
trail or to recover it if he loses it. While 
tracking, the user's movement rate is reduced 
by 50%. The trail can be no more than 24 


hours old. Ranges for the user's hearing and 
seeing are tripled while this power is in effect. 
Further, he can ingest small quantities of 
possibly poisoned or impure foods, identifying 
the substance without causing himself harm. 
The user can identify almost anything by 
touch. He can identify any item he has 
previously handled and can also tell if an item 
was handled in the last five minutes. 

DMs may allow other applications as 
they see fit. 


Psychoportive Powers 


These powers allow psionic travel, moving a 
character without physical action. Revised 
sciences and devotions are below. 


Teleport (psychoportive science) 


MAC: 9 (base) 

PSP Cost: 10+/5+ 

Range: Unlimited 
Area of Effect: Personal 
Prerequisite: None 


This power allows the user to travel to a 
familiar spot. Teleport is instantaneous and 
always takes a character to a fixed location. 
There is a slight audible pop at both ends, 
signaling use of the power. The destination 
must be a place the user knows or can picture 
mentally. Even if the user has never been 
there, he may still know a location via use of 
ESP or another power. He can also teleport to 
a place even if it has changed from the way he 
pictures it; rearrangement won't hamper the 
teleport power. 

Restraints don't affect this power. The 
user can bring his clothes, small items, and 
equipment (up to one-fifth of his body mass). 
Doubling the amount of PSPs spent to activate 
the power lets the user carry up to three times 
his body mass, or to take along up to two 
others he has a firm grasp on. The cost to use 
this power varies with the distance traveled, 
as indicated below. 


Distance PSP Cost Power's MAC 
10 yards 10/5 9 
100 yards 20/10 8 
1,000 yards 30/15 7 
10 miles 40/20 6 
100 miles 50/25 5 
1,000 miles 60/30 4 
10,000 miles 70/35 3 
Interplanetary* 100/50 y) 


* Teleport only works within a given plane or 
crystal sphere. 


Dimensional Door (psychoportive devotion) 


MAC: 7 (base) 

PSP Cost: 3/1 

Range: 50+ yards 
Area of Effect: Not applicable 
Prerequisite: None 


With this power, the user opens a human-sized 
portal that leads to the edge of another 
dimension. The edge acts as a lightning-quick 
transit system, carrying travelers to a 
destination chosen by the user. A gleaming 
portal appears in front of him. At the same 
time, an identical portal appears wherever the 
user wants it (within the power's range). The 
door can have any orientation desired. 
Stepping into either portal allows a character 
to immediately step out of the other. Both 
doors remain in place as long as the PSP cost 
is met. 

A door has only one side and no 
thickness; it doesn't exist from the “back” and 
can't be used to screen missile attacks. Up to 
five characters per round can use a door. If a 
group lines up, ten can step through per 
round. 

Commuting via this power is 
disorienting. Indeed, a traveler emerges dazed 
and can't attack or move for 1 round. Even 
just poking a head through a door requires a 
system shock roll. Failure means the hero 
loses 50% of his current hit points and passes 
out for 1d6 rounds. Attacks made through a 
door suffer a -4 penalty. Distances between 
doors improve the power's MAC, as below. 


Distance Between Doors 
Power's MAC 

50 yards 

75 yards 

100 yards 

150 yards 

200 yards -3 


ONOUN 


Telepathic Powers 


Telepathic powers involve the direct contact of 
two or more minds. Revised sciences and 
devotions are presented below in this section. 


Mindlink (telepathic science) 


MAC: 8 

PSP Cost: 7+/3+ 

Range: Unlimited 
Area of Effect: Individual 
Prerequisite: None 


This power can only be used on an open mind, 
allowing the user to communicate wordlessly 
with any intelligent creature. This is a two- 
way communication. It isn't the same as mind 
reading, because the user receives only those 


thoughts the target wants to send. Language 
isn't a barrier to mindlink. The PSP cost is 
determined by the target's level, as shown 
below. 


Target's Level PSP Cost 
1-5 levels or HD 7/3 

6-10 levels or HD 8/4 
11-15 levels or HD 9/5 
16-20 levels or HD 11/6 

21+ levels or HD 12/6 


Awe (telepathic devotion) 


MAC: 

PSP Cost: 4A+/2+ 
Range: 0 
Area of Effect: 20 yards 
Prerequisite: Mindlink 


This power only works on an open mind. With 
it, the user can cause another character to 
hold him in awe. Characters affected by this 
power are mentally cowed; they sense the 
user's “awesome might.” They have no desire 
to serve or befriend the user, but they won't 
attack him unless forced to do so. If possible, 
they'll avoid the user completely and take the 
first opportunity to escape his presence. The 
PSP cost for this power is based on the 
target's level, as shown below. 


Target's Level PSP Cost 
1-5 levelsorHD 4/2 
6-10 levels or HD 5/2 
11-15 levels or HD 6/3 
16-20 levels or HD 8/4 
21+ levels or HD 9/5 


Conceal Thoughts (telepathic devotion) 


MAC: 10 

PSP Cost: 4/2 

Range: 0 
Area of Effect: 3 yards 
Prerequisite: None 


This defensive power protects the user against 
psionic or magical ESP, probes, mindlinks, 
and other powers and spells that read or 
detect thoughts. It gives the user a +2 MAC 
bonus and a +2 to saving throws when 
defending against such effects. 


ESP (telepathic devotion) 


MAC: 6 

PSP Cost: 6+/3+ 

Range: Unlimited 
Area of Effect: Individual 
Prerequisite: None 


This power only works on an open mind. 
Extrasensory perception (ESP) allows the user 
to read someone else's mind. The user can 
only perceive surface or active thoughts. He 
can't use ESP to explore a target's memories 
or delve into his subconscious. Most 
intelligent creatures tend to think in words, so 
language can be a barrier to understanding. 
Unintelligent creatures think in pictures. 
Magical thought, such as when a wizard casts 
a spell, is unintelligible to this power. 
However, the user can recognize such 
thoughts as part of the spellcasting process. 
The PSP cost is shown below. 


Target's Level PSP Cost 
1-5 levels or HD 6/3 

6-10 levels or HD 7/4 
11-15 levels or HD 8/4 
16-20 levels or HD 9/5 

21+ levels or HD 11/6 


Inflict Pain (telepathic devotion) 


MAC: 5 

PSP Cost: 34+/2+ 

Range: Touch 
Area of Effect: Individual 
Prerequisite: Mindlink 


This power can only be used on an open mind. 
It is a particularly nasty form of torture, 
although no actual harm is inflicted on the 
target and the power leaves no physical scars 
or marks. Only evil characters can learn this 
power freely; others find their alignments 
twisting toward evil if they learn and use 
inflict pain. 

If the target is an NPC who is being 
questioned, he receives a save vs. paralyzation 
to withstand the agony. If he fails the save, he 
begs for mercy and answers questions as the 
DM sees fit. If the user finds a way to employ 
this power in combat, the target still gets the 
saving throw. Success means he grits his teeth 
and keeps on fighting. Failure means the pain 
imposes a -4 penalty to his attack rolls that 
round or disrupts and ruins spellcasting. PSP 
costs depend on the target's level. 


Target's Level PSP Cost 
1-5 levels or HD 3/2 
6-10 levels or HD 4/2 
11-15 levels or HD 5/3 
16-20 levels or HD 6/3 
21+ levels or HD 8/4 


Invisibility (telepathic devotion) 
MAC: 6 

PSP Cost: 34+/2+ 

Range: 100 yards 
Area of Effect: Individual 


Prerequisite: Mindlink 


This power can only be used on open minds. It 
differs significantly from the spell invisibility. 
This is a delusion that affects specific minds, 
not an illusion that affects everyone; the only 
real change occurs in those whose minds were 
opened. Thus, the user must open each mind 
he wants to deceive, for only to these minds 
will he appear invisible. He can see himself, 
and so can anyone whose mind wasn't opened. 
Only beings within 100 yards can be affected 
by this power. 

The user must make a_ separate 
MTHACO roll for each delusion and pay a 
separate PSP cost for each. A delusion is 
defined as one invisible character as perceived 
by one other being. The user can make anyone 
who is human size or smaller invisible with 
this power, not just himself. Note that this 
power affects vision only; observers may still 
be able to hear or smell “invisible” characters. 
PSP costs are as follows. 


Target's Level PSP Cost 
1-5 levels or HD 3/2 
6-10 levels or HD 4/2 
11-15 levels or HD 5/3 
16-20 levels or HD 6/3 
21+ levels or HD 8/4 


Send Thoughts (telepathic devotion) 
MAC: 8 


PSP Cost: 34+/2+ 

Range: Unlimited 
Area of Effect: Individual 
Prerequisite: None 


This power only works on an open mind, 
allowing the user to send his thoughts to 
another mind via one-way communication. He 
can send information or simply use the power 
to distract the target. If the target is a wizard 
casting a spell, he gets a save vs. spell. If the 
wizard fails his save, his concentration is 
broken and the spell fails. If the target is 
distracted while in melee combat, he receives 
a -2 penalty to all attack rolls. 


Target's Level PSP Cost 
1-5 levels or HD 3/2 
6-10 levels or HD 4/2 
11-15 levels or HD 5/3 
16-20 levels or HD 6/3 
21+ levels or HD 8/4 


Psionic Powers Summary 


Below is a listing of all psionic powers currently in the AD&D® game system. Each has two new 
statistics, a MAC score and a PSP cost, replacing the old power score, initial cost, and maintenance 
cost from the original source. The number to the right of the slash is the cost if the MTHACO roll fails. 
All other details of the powers remain the same, unless new descriptions have been provided in this 
book. Powers are from The Complete Psionics Handbook (2117) unless noted otherwise. 


——— Clairsentient Sciences ——— 


Power 
Appraise 
Aura sight! 
Clairaudience 
Clairvoyance! 
Cosmic awareness 
Detection? 
Object reading 
Precognition 
Psychic clone 
Sensitivity to psychic 
impressions 
Spirit lore2:3 
Subjective reality2/3 
True sight2/3 


1 


2,3 


1 


2 


MAC 
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PSP Cost 
14/6 

9/3 

5/2 

5/2 

12/6 

8/3 

12/6 
18/10 
16/6 


5/3 

13/5 
14/7 
10/4 


——— Clairsentient Devotions ——— 


Power 
All-round vision 
Bone reading2/3 
Combat mind! 
Danger sense! 
Environment 
Feel light 
Feel moisture 
Feel sound! 
Hear light 
Know course? 
Know direction 
Know location! 
Martial trance! -2 
Poison sense! 
Predestination2/4 
Probability 
manipulation 
Psionic sense!-2 
Radial navigation 
Retrospection2 
Safe path2,3 
See ethereal? 
See magic? 
See sound! 
Sensitivity to 
observation? 


1 


4 


2,3 


MAC 
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PSP Cost 
5/2 

15/5 

4/2. 

3/1 

5/3 

5/3 

3/1 

4/2. 

4/2. 
A/hour/2 
1/1 

8/3 

7/3 

1/1 
9/year/4 


10/5 

2/1 
6/hour/3 
120/40 
6/3 

3/1 

6/2. 

4/2 


5/2 


Spirit sense 

Trail of destruction24 
Watcher's ward3 
Weather prediction2/4 
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8/4 

5/2 
3/hour/1 
10/4 


——— Psychokinetic Sciences ——— 


Power 
Create object!-2 
Detonate!,2 
Disintegrate 
Kinetic control3 
Megakinesis2’3 
Molecular 
rearrangement 
Project force!,2 
Suppress magic 
Telekinesis! 
Telekinetic barrier2/3 
Telekinetic flight2/3 


2 


2,3 


MAC 
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PSP Cost 
7/3 

15/5 
30/10 

8/3 
20+/10+ 


12/hour/6 
10/4 
8+/4+ 
3+/1+ 
12/5 

7/3 


——— Psychokinetic Devotions ——— 


Power 

Animate object!-2 
Animate shadow 
Ballistic attack? 
Compact 
Concentrate water2/4 
Control body 
Control flames 
Control light 
Control sound! 
Control wind!-2 
Create sound? 
Cyrokinesis? 
Deflect2/3 
Ghost writing 
Inertial barrier! -2 
Levitation! 2 
Magnetize3 

Mass manipulation2:3 
Molecular agitation! 
Molecular bonding2:3 
Molecular 
manipulation! -2 
Momentum theft2/3 


2 


2,4 


MAC 
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“I 


PSP Cost 
5/2 
4/2 
5/3 
4/1 
10/3 
8/4 
4/2. 
6/2 
3/1 
12/5 
5/2 
7/3 
4/2 
5/2 
6/2 
5/2 
2+/1+ 
9/3 
7/3 
4/2 


6/2 
5+/3+ 


Opposite reaction2,4 
Return flight4 
Soften 

Stasis field2 

Static discharge2/3 


NM ONN 


5/2 
3/1 
3/1 
20/10 
5/2 


——— Psychometabolic Sciences ——— 


Power 
Animal affinity! 
Complete healing 
Death field 
Elemental 
composition2.3 
Energy containment 
Life draining 
Metamorphosis! 


1 


Nerve manipulation2/3 


Poison simulation2/3 
Regenerate2/3 
Shadowform! 

Split personality 


MAC 


wnu 
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PSP Cost 
7/3 

25/5 
35/15 


8/3 

9/3 

6/3 

6/3 

14/5 
16/6 
8/turn/4 
5/2 

15/6 


——— Psychometabolic Devotions ——— 


Power 

Absorb disease 
Accelerate3 
Adrenaline control! 
Alter features2/3 
Aging 
Biofeedback 
Body control! 
Body equilibrium 
Body weaponry! 
Cannibalize!,2 
Carapace+ 
Catfall 

Cause decay 
Cause sleep3 
Cell adjustment! 
Chameleon power 
Chemical simulation 
Cognitive trance3 
Displacement 
Double pain 
Ectoplasmic form 
Enhanced strength 
Enhancement2 
Expansion 
Fighting trance 
Flesh armor 
Forced symmetry 
Gird2 

Graft weapon 


1 


1 


3 


4 


MAC 
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PSP Cost 
10/4 

10/5 

5/2 
A/turn/2 
9/5 

4/2. 


9/3 
varies 
14/6 
3/1 

2/1 

5/2 
12/5 
2_ cost 
5/2 


Heightened senses! 
Immovability 
Intensify2 

Iron will3 

Lend health 
Magnify2 

Mind over body 
Pheromone discharge 
Photosynthesis? 
Prolong2 

Reduction 
Rigidity2/4 

Share strength 
Spider touch? 
Splice2 


j=) 
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varies 


Strength of the land2-4 6 


Suspend animation 


6 


3/1 

7/2 
64+/3+ 
4/2 

4/1 
varies 
10/day/4 
2/1 
3/turn/1 
3/1 
varies 
5/3 

3/1 

3/1 
varies 
4/2 

12/5 


——— Psychoportive Sciences ——— 


Power 
Banishment! /2 


Planar transposition2/3 


Probability travel 
Summon planar 
creature!,2 
Summon planar 
energy2’3 
Teleport! 
Teleport other! 2 
Time travel2/3 


Wormhole2:3 


MAC 
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8 
varies 
15+ 

7 


PSP Cost 
15/6 
varies 
11/hour/5 
40/20 or 
80/40 


30/10 
10+/5+ 
10+/5+ 
30+/hour/ 


12+/6+ 


——— Psychoportive Devotions ——— 


Power 
Astral projection! 
Blink!.2,3 


Dimensional door! 


Dimensional screen2/3 


Dimension blade2/3 
Dimension walk! 
Dream travel 
Duodimension? 
Ethereal traveler 
Phase! 3 

Phase object2/3 
Pocket dimension? 
Shadow walk3 
Spatial distortion? 
Summon object2/3 
Teleport lock2/3 
Teleport object2/4 
Teleport trigger!2 


4 


MAC 
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PSP Cost 
3/1 

4/2 

3/1 

7/3 

5/2 

5/2 

1/25 miles/1 
6/3 

5/2 

6/2 

64+/3+ 
6/turn/3 
9+/4+ 
5+/3+ 
304+/12+ 
4/2 
254+/10+ 
2/hour/1 


Time dilation2.3 


Time duplicate2.3 


Time shift2 


Time/space anchor 


Wrench 


Cc co © CO © 


varies 
22/11 
16/6 
3/1 
10/5 


——— Telepathic Sciences ——— 


Power 

Aura alteration 
Domination! -2 
Empower 
Fate link? 
Hallucination2.3 


2 


Mass domination 


Mindflame2/3 
Mindlink! 
Mindwipe 
Probe!.2 


2 


Psychic surgery!.2 
Superior invisibility 
Switch personality 


Ultrablast2 


MAC 
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PSP Cost 
10/5 
64+/3+ 
varies 
6/turn/3 
varies 
varies 
30/15 
7+/3+ 

8/3 

84+/4+ 
9+/5+ 
6/rd/target 
40/15 
75/25 


——— Telepathic Devotions ——— 


Power 
Acceptance 
Alignment 
stabilization4 
Amnesia2/3 
Attraction? 
Aversion? 
Awel2 


4 


Beast mastery2/4 
Conceal thoughts 1 


Convergence 
Daydream2 
Empathy 
ESP! 


False sensory input 
Focus forgiveness 


Hivemind4 


Identity penetration 
Impossible task4 
Incarnation awareness 


Inflict pain 1,2 
Insect mind4 
Invincible foes 
Invisibility!.2 
Life detection! 
Mind bar 


2 


Mysterious traveler4 
Phobia amplification 


Plant mind? 


MAC 


PSP Cost 
4/turn/2 


11/day/4 
varies 
8/3 

8/3 
4+/2+ 
6+/day/3+ 
4/2 

8/3 

4/2 

3/1 
64+/3+ 
5/2 
4/fhour/2 
2/1 

6/3 
6/day/3 
12/5 
3+/2+ 
3/1 

6/2 
3+/2+ 
3/1 

5/2 

2/1 

5/2 

4/2 


Post-hypnotic 
suggestion” 
Psionic inflation2 
Psionic residue 
Psionic vampirism 
Psychic blade2/3 
Psychic drain? 
Psychic impersonation2 
Psychic messenger 
Receptacle2 
Reptile mind+ 
Repugnance2 
Send thoughts! 
Sensory suppression 
Sight link!.2 
Sound link2 
Suppress fear? 
Synaptic static? 
Taste link? 6 
Telempathic projection? 9 
True worship 10 
Truthear2 10 


2,3 


2,3 
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Notes 


3/HD/3 
7/3 

15/5 
varies 
5+/2+ 
14/6 
5/hour/2 
4/2 


8/3 

34/2+ 
varies 
5+/turn/3+ 
5+/turn/2+ 
5/2 

11/5 
5+/turn/2+ 
5/2 

5/2 

3/1 


1 Revised power described in this book. 

2 Power requires a prerequisite to use. 

3 Power described in The Will and the Way (2431). 
4 Power described in Dragon Kings (2408). 


